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nn the world of Iwoire, in the 
= island cluster called Wistaria, there 
is a place called Phantom Isle. 


Marona has lived here all her life. Since 
her parents died when she was five, 
she's lived here by herself. She's not 
alone, though. 


Phantom Isle is a place where the 
boundaries between the worlds of the 
living and the dead are a bit thinner 
than usual. Here, spirits can return to 
the world as phantoms, caught between 
death and life. 


That's what happened to Ash. Eight 
years ago, he died at Marona's parents’ 
side, at the talons of a mysterious 
monster called Wraith. Marona's father, 
Haze, used the last of his power to turn 
Ash into a phantom, so he could watch 
over Marona in their place. 


With Ash and the phantoms’ help, 
Marona works as a Chroma, a freelance 
adventurer, so she can earn enough 
money to buy Phantom Isle. She's a bit 
young for the job, but she's got a lot 


of help. 


Her travels will take her all over 
Wistaria, doing everything from 
searching for lost pets to fighting 
monsters. If she's lucky, Marona might 
even get the chance to become a hero. 


Ús 


jteCTee Peleld 


TERS ST 


N EAS é 
5 Height: 5’ A 


ae Weight : 110 lbs. | A job: Chroma 
| Job : Marona's-protecto en A 


Like-her parents, Marona is a Chroma. | 
Ash was a friend of Marona's Marona isn't particularly good at it, 
parents, Haze and Jasmine, anda though; she usually gets the job done, but 
a. When all three of she's always getting cheated or 
e on the Island of shortchanged by unscrupulous clients. 
Evil, Maro parents used the last 


ounce of their combined strength to 
try and return Ash to life. Sadly; they 
weren't entirely successful, 


fellow Chroma. W 
them fell in | 


Marona's powers are useful in a fight, but 
they re also socially inconvenient. Most 
people — including the writers for the 
Times, Ivoire’s only newspaper — believe 
Marona to be possessed by evil spirits. 


‚Ash exists somewhere between 
ath, as Marona' s sworn 
) 4, and 


Her age surprises everyone she deals 
with, as no one expects a young girl to be 
in such a dangerous profession, but 
Marona’s phantom friends give her the 
edge she needs. Anyone who tries to mess 
with,her soon finds that this seemingly 


patterns Ss 
into trouble mn Range 
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only child of rich resort owne 
the Isleof Healing Waters: 


What she knows of the worlds: ' 
what she's read, and s&&ntfro : Í = 

bedroom window. Shefëouüld À NZ 1 
use a friend her own ddé na SE ure Jl den 


steal, änd deceive 
Wants, and what 


One of the) 8, Swords of Ivoire 
and the Captainof the mercenary 
groupjkhowmasthe-White Wolf 
l Army, Raphrdel is frequently referred 
; il to as ENMVincible.” His reputation 
…… has Editore than one cheap thug 
stealiffdiAIS Mane for its intimidation 
\ ERSOITeman s got some PR 
e e real\Raphael isa 
sf brave and honorable sWordsman, 
4 always ready to pret ie WS p=) ple 
m e) ijl Tt Eek J 


he's probably the only one =d oe 
considers ita rivaln 
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Haze was Marona;s father! she 
seems'to have inherited the 

Miracle Power. Chartreuse from 
him, which is what enables her 


Haze and his wife Jasmine died 
at Ash’s side eight years ago, 
and combined their powers to 
transform Ash into a phantom. 


Sienna is an elegant, beautiful 
businesswoman, who happens 
_ to own Phantom Isle. She's 

very generous and polite to a 
fault, but Sienna’s calm 
demeanor seems to hold a few. 
secrets. Even her assistant, 
Murasaki, seems utterly 
clueless,as to Sienna's true 
motivations, or what it is 

E about Phantom Isle that's so 


elf Pe to her. 


to see and speak with the dead. 
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Jasmine.was!Marona's mother. 
Likejher, husband/Haze/and!Ash, 
Jasmine wasta Chroma: Also like 
Haze and Ks asmine diedlat 
the'claws/of, Wraith on;the 
Island ofjEvilleight yeatslago: 
Her powersiremainla mystery: 
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Putties are rare andswidely 


disliked monsters joriginally;from gf 
rdiana. 


the island of Verd 
Known as the sthieve of,the 
forest,” Putties are goodfat 
creating illusions, and can 


One Putty has been made intojthe 


manipulate’space to conceal : 
whatever objects catch theireye. é 


most popular attraction at 

Ringmaster Hamm’s:circus, 
although.it.won:t'stay;there 
for. long: 


Castille’ simother!Joan helps 
Pedsd 
3 RS gas ri run Saffron;s;traveliresort, 
when she; sinotholding 
down ajsecond job topay, 
for, Castille;s} Imedicines: Like 
herdaughter; Joaniis kind, 
and generous; but unlike! 
hendaughter Joan is hiding 
arsecretsnn 


Wof Healing \Waters: He was/once 
 aiwealthy man, but hes long 
„since spent hislfortune on 
f "medicines and treatment for his 
ur sickly daughter Castille. He's a 
© \ / good/man’at heart, but if it's a 

y choice between somebody else 
kl and Castille, all Saffron’s ethics 
Rd — but not his manners — go 


; straight out the window. 
There's'alsmoked por! orkgejoke 
to be madelhere, but ere 
not the ones) tach 
Hamm runsit ople popular 
Circus in Eero elte 
 í with its Serato Put. 
Despite nister ew! 
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Hogg is the CEO of the 
world-famous pharmaceutical 
company Bamboo. Hogg's got 
his eye on Verdant Guardiana, 
where he wants to open a 
research laboratory, but to do 
that, he'll have to destroy the 
Putties’ habitat. The Putties, 
naturally, wish to prevent 
this. 


A contemporaryjoftheilegendary. 
Scarlet theiBrave, Count: Malt 
divides,his,timelbetween 
grooming his. magnificent 
{mustache ant fsearching forsthe 
missing Scarlet Unlikejmost 
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Cauldron/soccupation ee 
obsession'i is‚buying islands: 
He's one of the foremost 
landowners in Wistaria, and is 
notorious for always getting 
whatever he wants, no matter” 
what he has to spend. He's 
condescending, sort of creepy, 

| and too rich for his own good, 

but underneath it all, Cauldron 

isn't that bad of a guy. 


world and wreakedjhavoc; before Scarlet the 
Brave singlehandedlyjbeat him back. Since 

that day, humanity,hasllived 
in fear of anything eve 
vaguely associated wit 
his name. E 
Now, slowly, Sulphur 
would appear to be‚making 
his.way back into,the;world/; 

but this time, there's no great 
hero to opposehim? 


ef „or is there. 
Eight years ago, a! monster. \ 


seething with strange dark 
energy killed Ash, Haze, and 
‘Jasmine on the Islandgof Evil. 


sighted at the sitë ( 
recent monsteffät 
What is Wraith, what does it 
want, and why is Sprout hot 
on its trail? 


Erhere's a fine line between working fora good causetand going on a crusade. 
Canary doesn't know whereithatiline'is. He works tirelessly.for the rights of 
endangered Pe but/doesn't seem tolunderstand that some endangered 
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Persimmon’s stuck with the thankless job,of. providing Walnut 


with a shoulder.to cry on. Most of the time, he can be found 
holding{down the bar, in the aftermath of Walnut's latest 
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*. monsters would like to eat him. 


(murasant” 


hm is Sienna’s right-hand rabbit. Not even he is privy to 


Sienna's real secrets. 


bjthe Burly is the leader of the mercenary Fighting Beasts. 
He's all muscle… including his head. 


Fox the Puppeteer is a one-man clan of Ravens. He's got an army of the 


undead at his back. 


The head of the all-Owl Zephyr Wings, Lierre is deadly 


FLAME 


Flame leads the Amazons, one of the foremost groups of 
Ravens in Wistaria. She swings a mean axe. 


KATRARALIETIOM 


This is going to take some getting used to. 


Before now, turn-based strategy games have been re- 
ally… organized. Fights took place on battlefields that 
were divided into neat grids, which showed you where 
you could move at any given time. Victory was a ques- 
tion of the efficiency and intelligence with which you 
manipulated each character, and how well they comple- 
mented each other as units of force. 


Phantom Brave, by way of comparison, is less of agame 
about warring armies, and more a series of pitched, 
intense melees between groups of individuals. It does 
away with the concepts of “player” and “enemy turns,” 
in favor of a more fluid initiative system based entirely 
around each character’s Speed. The movement grid has 
been replaced with a freer system based around the 
expenditure of movement points, and any character 
can get to where they need to go by jumping over any 
obstacles in their way. 


The strategy in Phantom Brave is a very fluid thing, as 
any fight can change at a moment’s notice. To win, you 
need to stay calm, keep your options open, consider 
each action carefully, and, perhaps, keep a few of these 
handy tips in mind. 


Before you can fight, you'll need characters to fight for 
you. This is where Confinement comes into play. 


imakeYa 


Marona is the only human in your army. The rest of 
your characters are phantoms, and under ordinary 
circumstances, they can't interact with the real world. 
Before a phantom can fight for you, you'll have to use 
Marona’s Confine ability to imprison it within an un- 
equipped, inanimate object, such as a tree, rock, or 
bush. This gives the phantom a temporary body. 


Just about anything on the map can be used for Con- 
finement, with the exception of dead characters or 
monsters’ bodies. You can also use your own weapons 
for Confinement, which can be a big help. 


An object will also influence the confined phantom's 
statistics. For example, Confining a phantom in a rock 
may enhance his Attack and Defense, but as a trade-off, 
will vastly reduce Speed. Conversely, putting a phantom 
into a flower bush will raise Intelligence, Resilience, and 
Speed, but at the cost of HP and Defense. 


Before you Confine a phantom, make sure that the tar- 
get object's stat modifiers will complement the phan- 
tom's role in combat. As a general rule, plants will im- 
prove Intelligence, Speed, and Resilience, while rocks 
and heavier items will boost HP, Attack, and Defense. 
Always check the modifiers on an object before you 
Confine somebody into it, or you may wind up shooting 
yourself in the foot. 


On many maps, you'll run into objects or monsters 
that're generating a special field effect. This is easy to 
spot, as an object that has a field effect in place on it 
will have a number above it. If you place your cursor on 
it, lines will appear linking a field effect's generator with 
its target creatures or objects. 


These field effects provide a variety of enhancements 
and drawbacks to the objects and monsters they tar- 
get, such as lowered statistics, stat multipliers, or expe- 
rience bonuses. If you confine a phantom to an object 
that's inside a field effect, that phantom will be affected 
by whatever advantages and drawbacks that the field 
confers. Field effects are cumulative. (Note that a field 
effect is inherent to the map, not the object that's gen- 
erating it. If you steal the object and take it back to 
Phantom Isle, it won't keep generating the effect.) 
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If you want to get rid of a field effect, you'll have to 
destroy the object that's generating it. Ordinary attacks 
will work, since objects in Phantom Brave have HP and 
stats just like a character, as will throwing the object 
off of the map. 


If you confine a phantom to an object that's generating 
a field effect, it won't stop the effect unless that phan- 
tom gets killed. If you can't spare the time to destroy a 
generator, confine a really weak phantom to it and send 
him on a kamikaze run. 


Confinement seems simple, right? It is, but there are a 
lot of variables to keep in mind before you start. 


While Marona can use Confine as often as she wants 
during her turn, assuming she’s got items to use it on, 
you can only have fifteen phantoms on the field at a 
time. A phantom equipped with a weapon counts twice, 
as does any weapon that Marona herself is carrying, so 
Marona can call a maximum of seven armed friends 
onto the field with her. 


This wouldn't be a problem, but Confinement doesn't 
last forever. Each phantom has a set number of turns 
that they can stay on the field, which is listed as 
Remove on their status screen. At the end of their final 
turn, theyll disappear, dropping anything they're car- 
rying, and possibly taking the item you Confined them 
into (see Equipment, page 20). 


With that in mind, you have to be careful about when 
and where you Confine a phantom. Before you place a 
phantom in an object, make sure that they're in posi- 
tion to do as much damage as possible before they 
disappear. 


You should also remember that, for whatever reason, 
he spellcaster classes (Witch, Owl Mage) have a much 
shorter Remove than any other type of phantom. 


If it's your first time playing, it's a good idea to have 
a large army. In long fights, this!Il let you bring fresh 
fighters in to replace the old ones that're disappearing, 
without losing any of your combat potential. As a gen- 
eral rule, for every character you bring into the fight, 
have a phantom of roughly equal ability waiting in the 
wings to replace him. 


Nine times out of ten, you won't need your backup 
team, but it's good to have them there just in case. To 
avoid having to do a lot of extra leveling, try to call a 
different lineup for each fight. That'Il keep things on an 
even keel, especially if your backup crew has abilities 
like EXP Riser. 


To get the most out of your second wave of Confine- 
ment, use a vanished phantom's weapon as a Con- 


finement target. Weapons don't have a Remove, and, 4 
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they're counting against your maximum anyway, so 
why not use ‘em for all they're worth? 


If you're taking casualties, don't be afraid to have 
someone on corpse detail, chucking dead phantoms off 
the map so you can bring new ones into the fray. Alter- 
natively, you can overkill them and make their bodies 
disappear, but that'll come back to bite you in the wallet 
later (see Healing & Souldeath, page 19). 


Every character has a set movement rate, which is 
given in dm (decimeters). The more dm you have, the 
further you can move on your turn. 


To get the most out of your dm, try to move in straight 
lines along flat plains whenever you can. You can clear 
ledges and obstacles by jumping over them, but jumps 
use up extra dm. If you have the opportunity, try to 
throw characters over obstacles whenever possible. 


With all that out of the way, let's move on to the impor- 
tant part: hurting people. 


When you choose the Attack option and select a skill, 
you'll activate a wireframe targeting reticule. This will 
appear near your character, at the limits of its natural 
range. Put that reticule on your chosen target, then 
press @ to smack them. 


There's not much more to it than that. Many close-com- 
bat skills will allow you to move into position to attack, 
if a given target is out of range and the attacker still 
has dm. Just place the cursor over your prospective 
victim, and if the Move flag shows up onscreen, hit @ 
to go and hit him. 


Most targeting reticules are in the shape of a cylinder, 
which indicates their horizontal and vertical range. 
Simply put, if a given enemy is within the cylinder, but 
above or below it (usually because they're standing on 
higher ground), you cant hit them. They're too high or 
too low to be reached by your weapon. You're going to 
have to get to their level to punch their ticket. 


Smaller enemies will often take advantage of this by 
jumping onto one of your characters’ heads. If they do, 
you're usually better off attacking somebody else that 
turn, as it's way too easy to hit your ally by mistake. 


If a skills target reticule is in the shape of a sphere, 
as it is with elemental attack spells and archery-based 
skills, then you'll have to hold down the @® button to 
move your character around. Skills with a spherical tar- 
get don't have the same height restriction as the oth- 
ers; the spell’s effective within a spherical area with the 
caster as its center. 
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With that in mind, you'll want to create a wide variety 
of phantoms, so you can tailor your army to the battle- 
field. On a flat plain, plenty of fighters will get the job 
done, while a corps of mages and Archers will work 
best on a map with plenty of ledges and hills. 


A good “standard” lineup for your army consists of 
eight characters: four fighters (Ash, Knight, Owl Knight, 
Fighter, Amazon, Valkyrie), one Archer, one support 
magician (Healer, Owl Sage, Putty Shaman), and one 
attack magician (Witch, Owl Mage). 


Your fighters will be causing the bulk of the damage 
here, with the Archer and your mages serving to kill off 
any weakened opponents. As mages get more power- 
ful, they become less characters in their own right and 
more like tactical nuclear weapons. One well-placed 
Giga or Omega spell can turn the tide of a fight. 


The Healer's job is obvious enough, but give her a 
weapon with at least one attack spell (i.e. Punish). As a 
support mage, the Healer won't earn EXP very quickly 
unless you let her take down an occasional weakened 
opponent. Later in the game, you can teach her some 
of the more dangerous Healing/Stat-Adjustment skills, 
like Blinding Light. 


Marona's a good support magician (be sure to equip her 
with a wand or cane‚ to teach her a few new spells), 
and can provide reinforcements. While she's got the 
stats to jump into a fight occasionally, especially given 
her higher-than-average Speed, don't put Marona in 
harm’s way if it can possibly be avoided. If Marona gets 
killed, all your enemies have to do is run out your re- 
maining phantoms!’ clock, and they win. 


On many maps, you're going to have to take the lo- 
cal topography into account. A character who's stand- 
ing on a tall ledge doesn't get any stat bonuses, but 
most of your best moves have a limited vertical range. 
Whoever's on the high ground is essentially immune 
to many skills. 


The computer knows this, of course, and can be relied 
upon to exploit it. This is why your opponents are al- 
ways hopping on top of each other, or onto objects, or 
onto one of your fighters. 


For the most part, you can neutralize your enemies’ 
range advantages by simply jumping up after them, 
or Confining a phantom in their general area. Several 
skills, like elemental attack spells or archery, largely ig- 
nore vertical range, so you can use those to knock peo- 
ple off of their perches. Swords and spears have a few 
skills that hit vertically, like Gale Slash or Centrifuge. 


If you want to go after an enemy on higher ground, 
keep in mind that each character can only jump so 
high. Human characters can usually only climb ledges 
that're a little bit taller than they are. Owls, on the other 
hand, can climb ledges twice their own height. (This 
is why it's handy to have an Owl Knight or two along 
for the ride.) 


You can also form human ladders by making your 
characters jump onto each other. Armed characters 
are ideal for this, since if somebody jumps onto their 
head, they’ll just stand there, instead of picking up the 
jumper. If you need to reach high ground in a hurry, use 
the nearest swordsman for a boost. 


During a fight, point your cursor at the ground to get 
an idea of what the local conditions are. On a slippery 
map, your characters will skid for a certain distance af- 
ter they move to their target destination. On bouncy 
battlefields, anyone who hops down from a platform 
will hop a couple of times before landing. 


This has more of an effect than you'd think. A lot of 
your available techniques will knock their targets back a 
few steps, but on a slick surface, you're almost guaran- 
teed to throw your opponent out of bounds (see page 
22). You'll also have a hard time navigating narrow 
paths or positioning your characters. 


The easiest way to circumvent a negative ground con- 
dition is to attack and move at the same time. If you 
target an enemy who's outside of your current range, 
many skills will allow you to walk over to that enemy 
before attacking, as long as you have the available dm. 
In so doing, you'll conveniently ignore any problems 
that the ground might cause. 


That isn't always going to help, especially if you're try- 
ing to get into position to cast a spell. In that case, try 
to move in small increments, so you only slide a little 
bit with every step you take. Try to aim for other char- 
acters, so they'll stop your forward momentum, or to 
move your character on top of an object or corpse. 


When the ground gets bouncy, there's not much you 
can do about it. Just try not to jump. If you do, the 
further you fall, the further you'll bounce. If you're 
lucky, you'll wind up halfway across the map without 
having spent a lot of dm, but more often, you'll go out 
of bounds. Fortunately, the ground doesn't get bouncy 
often, outside of an occasional Random Dungeon (see 
page 29). 


Here are a few extra combat tips. 

e An enemy with 1 HP hits just as hard as an enemy at 
full health. You're better off using a powerful attack 
if it1l finish off an opponent, than you are leaving a 
weak enemy alive and hitting someone else. 

« Your opponents tend to focus on the weakest mem- 
bers of your army first. Low-level characters will be 
the first to go, followed by spellcasters (an average 
enemy will hit Witches first, followed by Healers and 
finally Fusionists), archers, healers, and finally war- 
riors. With all that in mind, it's often helpful to keep 
a few low-level, expendable phantoms on the battle- 
field for the express purpose of absorbing stray at- 
tacks. Owl sentries work well for this, as they have 
high Defense and dm. 

e A character with a yellow lifebar and status window 
is a neutral party. They're usually fighting the same 
enemies that you are and they may help you out, so 


try and keep them around. k 
ha lie, 
KT he AEN 


er 


ï, 


mn 


hens! 


Tue Bastes 


2 
Î 
Jef 
5 


siste Ji 


e Be sure to exploit an enemy’s elemental vulnerabili- 
ties. A Witch or Owl Mage equipped with the right 
spells can be the most dangerous phantom in your 
army, as long as you pay attention to your enemy's 
stats before you attack. 

e This is something of a SRPG classic, but it's worth 
including just the same. Often, your enemies won't 
rush at you. Instead, they'll sit placidly in one place 
until you move one of your characters inside their at- 
tack range. If you're careful about it, you can use this 
to get enemies to come after you one at a time. 

e Buy Marona a weapon early in the game, preferably 
something that raises the Speed of a character who's 
Confined to it. This comes in handy on several maps, 
especially if there aren't enough objects on it. 
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When you attack a target, you earn two kinds of experi- 
ence: character-based, and skill-based. 


Character-based experience is simple enough to deal 
with. When a character defeats an enemy, he gets EXP. 
That fills up the white bar by his HP, and with enough 
EXP, he'll reach the next level. His statistics improve, 
and he may learn a new skill. That part's simple. 


A phantom earns character experience by defeating 
enemies, or by participating in a battle. In the latter 
event, a phantom earns a certain amount of bonus EXP 
just for showing up, even if they were defeated during 
the fight. This is a great way to hand a new phantom 
some free levels; Confine them to an out-of-the-way 
object near the end of the fight and rake in the EXP. 


Marona's bonus experience is handled a little differ- 
ently than your phantoms’. A phantom will earn bonus 
experience points based upon the level of the object 
he's confined in, while Marona earns it based upon her 
character level. Early in the game, this means that Ma- 
rona will earn EXP faster than the phantoms, but they’/ll 
catch up later on. 


Skill-based experience is a little trickier. You earn skill 
EXP by — get this — using skills during a fight. 


Every skill in the game fits into one of seven categories: 
Physical (the gray sword), Energy (the red sword), Ele- 
mental Magic (the yellow lightning bolt), Physical Magic 
(the yellow flower), Space-Time (the gray arrow), Stat- 
Altering (the black skull), and Healing (the red heart). 


Each character in the game comes with certain skill 
specialties, as well as a few skills that they're just no 
good at. Ash, for instance, is really good with Physical 
and Energy skills (A rank), but as a mage, he's pretty 
clueless (D rank in Elemental Magic, E ranks in Physical 
Magic and Stat-Altering). If he somehow winds up with 
magic skills, he'll be able to use them, but he won't do 
as well with them as a more magey sort of character 
would. 
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Whenever you use a skill, you gain experience for both 
that skill and its category. When the skill levels up, you 
get better at it. This is a pretty good excuse for using 
all of your attacks as often as you can‚ especially since 
you can go back to Phantom Isle and rest up after al- 
most any fight. 


Earning experience in a skill category, on the other 
hand, improves your facility with all the skills that fit 
within it. When a character gets a new level in a skill 
category, he earns more SP (special points), which can 
be spent to use skills within that category. 


For example, Marona has an A rank in the Healing skill 
category. When you start the game, she knows the 
Heal spell, but since she's only got 2 SP in Healing, she 
can only cast it once a fight. If you keep casting Heal, 
both that spell and Marona's Healing category of skills 
will level up. Now, she has more SP, so she can use 
Heal more often, and when she casts Heal, it restores 
more HP. 


A character’s rank in a given skill category determines 
how fast their skills will level up. The better they are in 
a skill category, the more effective their skills will be, 


the faster they'll earn more SP, and the sooner they'll 
be able to use the more costly and powerful abilities. 
You can expedite this process by equipping weapons 
and items that provide their users with zero-cost skills, 
such as Healite, Angle Slash, or Burst, so you can earn 
skill category XP for free. 


If you want to adjust a character’s skill specialties, you 
can do so by assigning them new Titles (see page 28). 
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When you get stabbed, shot, blown up, set on fire, en- 
cased in ice, slammed into the ground, hit with a tree, 
punched, kicked, shredded, shocked, impaled, or hit 
with supernaturally intense windshear, it stings a little. 


To restore lost HP during combat, you'll need to use 
skills and spells, as there are no curative items in Phan- 
tom Brave. After a battle, visit a Healer or Owl Sage on 
Phantom Isle. They’ll heal your entire army and restore 
your spent SP, in exchange for a small donation. 


When a character runs out of HP, theyll fall over. At 
this point, you can use a spell like Revive to get them 
back on their feet, or pay the Healer to restore them 
when you get back to Phantom Isle. (A dead character 
will appear on Phantom Isle as a prone body. You can 
still talk to them, although they'll be understandably 
grumpy.) 


A fallen character's body stays on the battlefield, and 
can be targeted by skills. If a dead character takes 
enough damage to destroy its body (this is usually 
some fraction of their full HP), then they've just suf- 
fered souldeath. 


You can also inflict souldeath on a dead phantom on 
Phantom Isle, by throwing or jumping on them. This 
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also makes you what is technically referred to as a 
werk” 


When they're souldead, a character’s spirit has been 
depleted. They won't appear on Phantom Isle at all, 
and will appear in the Healer's menu as “Spiritless.” 
Conventional methods of healing are useless. 


To get them back, highlight their name on the Healer’s 
menu and press @. This!Il give you the option to pay a 
lot of money and sacrifice one of your items, destroying 
it forever and bringing your lost character back from 
souldeath. They’ll be in the Phantom World, so you'll 
have to have Marona Summon them if you want to use 
them. 


For the most part, a character who's recovered from 
souldeath isn't any better or worse for the experience. 
The exception is if you sacrifice a Changebook or Egg to 
recover them. Doing so will reset the character’s level 
to 1 and gives you a number of bonus points depend- 
ing on the level of the item you sacrificed. These aren't 
exactly common items, though, so if you decide to sac- 
rifice one, you'd better make it count. 
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When a character defeats an enemy, both he and any 
weapon he's wielding earn Mana. Unequipped items 
may also generate Mana while they're lying around on 
Phantom Isle, This is a random effect, but hey, it's free 
ETEN 


This magical energy is necessary for leveling up weap- 
onry, learning new skills from items, and fusion, all of 
which are explored in the next few pages. There's not 
much left to say about it here, really, except that you 
should hoard this stuff whenever you can. 


You can-earn a lot of Mana in a relative hurry by fusing 
stolen items to your characters (see page 26). 
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Wistaria is a strange place. Literally anything you can 
pick up, even flower bushes and loaves of bread, has 
magical powers. 


There are three ways to get most items in Phantom 
Brave. You can steal them from battlefields, buy them 
from the Merchant on Phantom Isle, or be awarded one 
after a battle. 


The first process needs a bit of explanation. Each 
character has a statistic called an Obtain Rate, which 
appears on the Confine menu. Your Obtain Rate is de- 
termined by your character’s Steal and level versus the 
item's Steal and level. 


When a character disappears at the end of their last 
combat turn, the Obtain Rate determines whether they 
take the item they were Confined to with them. This is 
the only way to grab an item off the battlefield and take 
it home with you. 


An equipped weapon modifies the stats of the character 
in a variety of ways, which are generally determined by 
the weapon’s type. Swords, daggers, axes, and ham- 
mers will usually increase Attack, while canes, wands, 
books, and staves increase Intelligence and Resilence. 


A character can also use whatever inherent skills the 
weapon has, assuming that he has the SP. You'll want 
to match weapons up to characters with appropriate 
specializations, or you'll wind up with a character who 
has access to a number of powerful special moves, but 
doesn't have enough SP to use them. Note that equip- 
ping a weapon sometimes overrides-a-character’s skills, 
in favor of whatever skills the weapon has; for example, 
only unarmed characters can use Strike. If a character 
and his weapon have the same ability, it'Il be used at 


/ the character’s skill level. 


Each weapon has a stat labeled Guard on its status 
screen, which provides its wielder with another layer 
of defense. Every time an armed character is attacked, 
he may Guard with his weapon, letting it take some of 
the incoming damage. The benefit here is obvious: the 
phantom doesn't get hurt as badly. If a weapon runs 
out of HP, it break and disappear, taking all its skills 
and stat bonuses with it. See the Healer to get your 
weapons fixed. 


To unlock most of a given weapon’s abilities, you'll 
need to use it in combat. Every time a character uses 
a weapon to defeat an enemy, the weapon earns Mana 
and EXP roughly equal to one-third of what its wielder 
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earned. Your Blacksmith can use that Mana to forge the 
weapon, increasing its level, HP, and stats, or to unlock 
its hidden skills. Whenever you wind up with a new 
weapon, be sure to bring it by the Blacksmith and see 
what kind of potential it has. 


Don't automatically raise a weapon's level every time 
you have enough Mana. As the weapon earns EXP, the 
Mana cost for its next level will go down, to a minimum 
of 1. If you take advantage of that, you can save Mana 
for expensive skills and item fusions (see the Fusion 
section on page 26). 


Ta Wren Ap 


One of the first decisions you'll need to make in Phan- 
tom Brave is whether you want to fully equip your 
characters, or leave them mostly empty-handed. Both 
approaches have good and bad points. 


Using a lot of equipment gives you plenty of new skills, 
but it's harder to use your Hold and Throw commands 
effectively. You'll also have a hard time with enemy 
thieves, and you're automatically cutting your available 
troops by at least half. 


An unarmed group of fighters, or a group that shares 
a few weapons amongst its members, is versatile and 
mobile. You'll be able to take full advantage of the Hold 
and Throw commands, to steal enemy weapons or 
move characters further and faster. You'll also be able 
to drop more fighters onto the battlefield. 


On the other hand, the members of an unarmed group 
will be weaker than armed characters of the same level, 
and you'll need to use a lot of fusion to teach them new 
skills. An unarmed or lightly armed group tends to rely 
on 0.B. (see next page) to whittle down the enemy's 
ranks, before sending in a couple of armed fighters for 
the finale. 


It's up to you. Both approaches have a lot to recom- 
mend them, and work better on some maps than oth- 
ers. (Really long Random Dungeons, for example, are a 
lot easier and faster to get through if you throw most of 
your enemies 0.B.) Experiment with both approaches, 
and figure out which one works best with your play- 
ing style. 
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On their turn, every unarmed character has access to 
the Hold command. This handy option lets you pick up 
anything on the battlefield, whereupon you can toss it 
a fair distance or use it as a weapon. 


While a character is holding an object, that character 
enjoys whatever modifications the object gives and can 
use any skills that the object might teach. To learn what 
those mods and skills will be, highlight the object and 
check its Status. 


If you pick up a living enemy, you can use some of 
its skills; for example, at the end of Chapter Two, you 
can pick up Walnut and use his Burgundy attack. This 
comes at a price, though, as the enemy will inflict dam- 
age on whoever’s holding it when its turn comes up. 


When a character is holding a dead body, its lone com- 
bat skill is typically the Physical Body Swing attack, 
which is funny but not terrifically effective. (Nothing 
says “I own you” quite as loudly as beating somebody 
in the face with his dead friends.) Depending on the 
body's class, you may have a couple of other options; 
for example, holding a dead. Dungeon Monk lets the 
holder use the Return skill. 


Throwing an object is tactically useful. Most objects 
you carry will let you use the Toss skill, which gently 
lobs the item in the direction of, presumably, a friendly 
target. This lets you throw a weapon to somebody who 
could really use it, such as a fighter. 


You can also pick up and toss friendly characters, to let 
them move further on their turn, or throw unfriendly 


characters off the map (see Going 0.B., next page). A 
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As we've seen, the item a character is equipped with 
has a profound influence on the character’s abilities. 
Therefore, it stands to reason that if an armed enemy 
is giving you problems, you can reduce the threat he 
poses by taking away his weapon. 


If you try to use the Hold command on a character 
who's carrying something, your current character will 
try to steal from him. If you're successful, you've got 
their weapon, and can do as you please with it. There's 
a certain grim satisfaction in hitting someone with his 
own sword. 


If you want to keep whatever you just stole, you have 
EE to Confine a phantom to it and let their Remove run 
out, as mentioned under Equipment. This is the only 

F way to get several special items. 


ml The best thief in the game is, by far, the Bottle Mail. The 
| only other standard characters who're decent at steal 
el ing are Funguys and Merchants; just about anyone else 

is lousy at it. You can augment a character's stealing 
| ability with the right title (see screen shots). 
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A character who falls off the edge of a map has just 
gone out of bounds, which the game abbreviates as 
“O.B.” If you go 0.B. because of your own mistake, 
such as sliding on a slick floor, then you're fine; the cur- 
rent character will reappear at the closest point on the 
map to where she fell, with all her DM intact. (However, 
you cannot press the © button to cancel out of an ac- 
tion that sent you 0.B.) 


The real problem with O.B. is when somebody else does 
it to you. An object or character who gets knocked 0.B. 
by another character is out of the fight for the duration. 
They aren't dead or injured; they're just gone, as are 
whatever they were carrying and whatever they were 
Confined to. (The CPU loves to do this to members of 
your army, especially in Random Dungeons.) Ash, Ma- 
rona, bosses, the last enemy on a map, and anyone 
under the effect of No 0.B. or Rooted field effects are id 
all immune to going O.B. If they're sent off the map, P, 
they’Il simply reappear. 


This is a good way to get rid of an annoying enemy, or 
an object generating an inconvenient field effect. To 
send somebody 0.B., you have to toss them somehow, 
either by Throwing them or with a skill that inflicts 
knockback (i.e. Berserker, Skewer, Flying Bomb). You 
won't get any EXP or Mana for the O.B. opponent, but 
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at least they're out of your hair. % 


That being said, tossing an opponent 0.B. often creates 
its own problems. When you throw an enemy 0.B., any 
allies it had on the map will level up, instantly gaining 
the HP, SP, and applicable skills of their new level. This 
is a great way to trade in a lot of small problems for 
one big one. 


Note that tossing objects 0.B. on Phantom Isle will 
store them in the Phantom World, just as if you'd asked 
Marona to do it. 
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To make new phantoms for your army, talk to 
Marona on Phantom Isle. For the low, low price of a 
few bordeaux (because even for ghosts, it's all about 
the cheddar in ‘04), you'll create a new character. The 
more you pay for the phantom, the more bonus stat 
points you'll get. 


When creating new characters with Marona, 
the maximum number of points you can buy 
is determined by the highest level (L) you 
currently have for that job, as determined by 
this formula: 


experience points = 2 * sqrt{L) + 7 


If you're creating a new job for the first 
time, the maximum will be 3, You can boost 
this at the start of the game by creating a 
cheap character with a single experience 
point. Then create a second character 

same job, and you’ll be able to buy 
experience points, 


At the start of Phantom Brave, your army consists of 
Ash, Marona, a Soldier, a Merchant, and a Healer. Ma- 
rona can also create Witches, Fighters, Valkyries, and 
Dungeon Monks. 


Over the course of the game, you'll find other human 
characters on various maps. If you can defeat them, 
you'll learn how to create them as phantoms when you 
get back to Phantom Isle. (So when I say “recruitment,” 
I really mean “killing people.” Just so you know.) 


Creating monsters is a little harder. You can recruit ev- 
ery monster in the game, with the exception of Sum- 
mons, by defeating twenty of them. Once you've done 
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that, you/ll be informed upon your return to Phantom 
Isle that Marona's figured out how to create that kind 
of monster. From that point on, a monster's made like 
any other character. 
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The standard currency in Wistaria is bordeaux. You can 
earn them by defeating monsters or selling items to the 
Merchant. You'll also get some money when you clear 
certain maps. 


At the start of the game, money's a little tight. The 
Healer's prices can be steep, especially if she's restor- 
ing a bunch of KOed phantoms. You can make up for 
the lack by selling the Merchant all the weeds, blos- 
soms, and rocks you'll inevitably wind up with at the 
end of a fight. 


Don't go nuts at the weapons shop. It's worth buying a 
sword or two for your front-line fighters when you can 
afford it, but you can steal better equipment early on, or 
equip your characters with battlefield objects. 


Once you're sitting comfortably on 
a fat stack, take another look at 
the Merchant's wares and see 
what she's got to offer. Remem- 
ber, the higher the Merchant's 
level, the better her stuff is. 


If youre still low on 
money, consider _tak- 
ing in a Random Dun- 
geon or two. Creating 
a Dungeon Monk is an 
expensive prospect (at 
least 505 bordeaux), 
but you can earn surpris- 
ing amounts of money in 
even the cheapest of the 
Random Dungeons. 
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Ash and Marona operate out of Phantom Isle, which 
serves as Phantom Brave's “hub.” This is where you'll 
heal injured characters, recruit new phantoms, buy 
equipment, receive Bottle Mails, create random dun- 
geons, and occasionally chuck people off the roof of 
Marona’s house for no adequately explored reason. 
(What? The Mystic was lookin’ shifty.) 


What you can accomplish on Phantom Isle is deter- 
mined by the phantoms in residence. Each Phantom, 
assuming they’‘re on the Isle instead of chilling in the 
Phantom World, can provide you with useful services, 
as well as the occasional bonus. 


Let's take a tour, shall we? 


Whenever you return to Phantom Isle from another 
island or a Random Dungeon, you may see a spe- 
cial event which involves one of your characters. The 
chance of this happening goes up with a character’s 
level. 


In order to participate in a special event, a phantom or 
item has to have been on the Isle. If they were in the 
Phantom World or participating in your last fight, they 
can't trigger special events. 


JNKNOV 
Speak ROE the Unknown Phantom to receive a few 
handy battle tips. If you're ever on Phantom Isle while 
Ash is disabled, you'll control the Unknown Phantom 
instead. 


The Merchant's job is to sell you weapons, and, occa- 
sionally, to serve in a battlefield capacity as a resource 
redistribution agent (read: she steals things). 


The higher the Merchant's level, the better her items 
are, and, of course, the more expensive 

they’ll be. Fortunately, the Merchant 

earns EXP every time you buy something 
from her. If you dont like what she's got 
for sale, exit her inventory screen and 
talk to her again. Shell refresh her in- 
ventory with brand new items. 


Skinned your knee? Bumped your head? 
Gotten chewed up by a twenty-foot-tall 
dragon? Bring your injuries to the Heal- 
er, and she’ll make them allllII better… 

in exchange for a small donation. As 
with the Merchant, the Healer gets 
EXP when you use her services. 


The Blacksmith can use Mana to level 
up your items and unlock their hid- 
den skills. (Yeah, 1 don't know what a 
Blacksmith is going to do with a rock 
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Ff Healers and Owl Sages earn XP based on how 
much you spend to heal your army after a bat- 
tle: 
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EXP = cost} 40 
Merchants earn XP based on how much you 
spend buying weapons (selling earns you no 


experience): 


EXP = cost / 30 


You can still earn EXP for these chara 
using them in battle, 


r While they may seem random, the Merchant's 


prices have a certain mathematical logic to 
them, as indicated by the following formula, 


R: rank of item 

L: level of item 

P(Ll: price of item at level L 

P(ij = 60 + 30*(R — 1) + B*(R — IKR — 2) 
P[L+1} = PIL) * U + AAC LSZN 


Note that the price of an item is un 
the title attached to it, 


F The level of the Merchant determines not only 


the item rank of whatever goods she's zelling, 
but also the title rank of her weapons, 


Lu = Merchant's required Level 
WRk leapons of this rank or lower 
TRk = Titles of this rank or lower 
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Bring the Fusionist items and characters, and she can 
pull ‘em apart and put ‘em back together in exciting 
new shapes. With a little planning and a lot of Mana, 
the Fusionist can boost the power of any item or char- 
acter, but it’ cost you another item or character to do 
it. She's also been known to hand out a little extra Mana 
to any objects you leave lying around the Isle. 


Your main combat spellcaster will help you rearrange 
your technique lists. You'll probably want to sort your 
spells and moves by type and cost, just to keep every- 
thing nice and neat. 


This dapper fellow is in charge of creating and popu- 
lating Random Dungeons. It's a dangerous, time-con- 
suming, and expensive hobby, but a good Random 
Dungeon can't be beat when you're looking to level up 
your army. 


Whenever you leave a Random Dungeon, either by 
clearing it out or by using the Return skill, the Dungeon 
Monk will get some bonus EXP. 


When you return to Phantom Isle, the Old Man may 
randomly hand out an Experience bonus to another ac- 
tive character or object. He may also randomly raise 
the level of an item. 


Granny comes equipped with homemade cookies and 
expensive Christmas gifts. These allow her to take away 
any Dark points that a character might have earned. 


Fighters, Valkyries, Amazons, and other people who 
hurt people don't do a lot on Phantom Isle. Talk- 
ing to them is good for a laugh now and again, but 
that's about it. They may also, on a rare occasion, 
give Ash some Experience points, Mana, or Bordeaux 
(see sidebar). 
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innate skills can be fused to 
another character or item, 
but it can be expensive. 
The amount of Mana 

that a given fusion will 

cost is determined by 

two factors: the level 

of the Fusionist and the 
compatibility of the two 
items to be fused. 


There are a few more secrets on Phantom Isle which 
you may not want to miss. Visit page 150 for a few 
little tidbits that might come in handy when you're first 
starting out. 


When you speak to your cohorts on Phantom 
Isle, there's a seemingly random chance that 


they'll give you a few experience points, Mana EE 
or bordeaux, 6 i L ECHZAAN 


This is determined, simply enough, by how 5 5 fe 
friend nou sereSiEverukt elsene peeketelo Phantom Braves high-level play begins and ends with 


character on Phantom Isle, you get one to three fusion. You can first recruit a Fusionist on the Sylph's 
“good will points.” If you attack that character Melody map in Chapter Two, or in Random Dungeons 
in battle, gou’ll lose one to three points. You with Female enemies. Using her services, you can com- 


won't get any kind of message telling you this, bine characters and items into a variety of new and 
and zood will points aren't tracked in any kind interesting configurations. 
of official way. 


If you're willing to take 
a little extra time, you (Kmer a 


can cheat a bit here. The i , B 
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compatibility with ev- 
eryone and everything. 

If you use a Slime as a 
middleman when you 

fuse two incompat- 

ible items, you'll save N 
a lot of Mana in the 


This does not, however, come for free. In order to fuse 
actual skills to new characters, you'll need Mana. Fur- 
ther, every time you fuse two items or characters, one 
of them ceases to exist. 


The first benefit of character fusion is the ability to raise 
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_ your level cap. At the start of a character’s career, he 1 
ul can only reach 100th level, no matter how many Xp you (For a complete list of each ee 
earn. A Fusionist can combine a character with an item characters fusion compatibili- kaal 
El dek or another character, and will thus increase the level ties, check page 136.) in 
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ter reaches -100, there's a 30% chance that Ô HA arie ikan 8 8 Ee p cially fused book, then she!ll always be able to take ad- 
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Any phantom who kills a friendly character will receive 
Dark points. A character with Dark points may ran- 
domly attack another character in a special event when 
you return to Phantom Isle. Naturally, the more Dark 
points a character has, the more likely the character is 
to go rogue. To get rid of Dark points, keep a high-level 
Granny on Phantom Isle. 


have both Healing and Stat-Adjusting spells, but very 
few off-the-shelf weapons have both skill categories. 
With Fusion, you can make a wand or cane that has all 


a LE Eer TT - the spells a character needs. 
ae 
Fn pets El | For fighters, fusion isn't quite as crucial, but it's still ex- 


traordinarily tactically useful. Having as many skills as 
possible on a single high-level weapon gives its wielder 
an amazing amount of flexibility on the battlefield. To 
clear some of the optional challenges near the end of 
the game, you'll also want weaponry that raises your 
Attack and Speed as much as possible. 


At the beginning of a chapter, check the Mailbox to see 
what the tide's washed in today. At other times, open 
the Mailbox to find letters, the official Chroma Newslet- 
ter, and that day's copy of the Ivoire Times (“Our Motto: 
Marona's Up To Something, Dammit”). These provide 
helpful hints, character background, and the occasional 
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Don't forget that you can also fuse items to characters. 
This is a-good way of teaching a character a few new 
spells or skills, especially if you're going to a Random 4, f 
Dungeon that has equipment restrictions. k mi f 
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A less obvious use for fusion is to create objects that 
drastically improve the statistics of a character Confined 
within them. With the right materials, you can eas- 
ily make weapons and objects that double a Confined 
character’s stats. This is an invaluable option for some 
of the harder battles in the game, and we'll be talking 
more about it later on in the book. 


Before you start fusing like mad, though, take a minute 
to check out your available items and characters. If you 
can get a brand new skill by waiting a few levels, then 
there’s no reason not to do it. Before you destroy an 
item by fusing it with something else, make sure that 
you've maxed out its level and unlocked all its abilities. 
Otherwise, you're cheating yourself out of part of the 
fusion’ value. 


Some particularly useful character fusions include: 


e Marona and a Dungeon Monk. While itIl cost an arm 
and a leg for anyone but the Monk to use the Return 
skill, Marona's high Speed means that you'll be able to 
get out of a Random Dungeon at virtually any time. 

e A Witch and a Soldier. The Soldiers Energy Saving 
ability extends a character's Remove time by one, 
which comes in very handy for low-Remove spell- 
casters like the Witch. The problem here is the cost; 
transferring Energy Saving to another character costs 
at least 100,000 Mana! 

An Archer and virtually anyone except for Ash. The 

Archer comes with Swift Attack, which lets her act 

the turn after she's summoned, no matter what her 

Speed is relative to the rest of the characters on the 

battlefield. It'll cost you a lot of Mana, but having a 

free turn at the start of the battle is well worth the 

expense. 

A Knight and, again, virtually anyone. The Knight's 

Healing Steps skill provides limited regeneration on 

his turn. In the longer Random Dungeons, this is in- 

valuable. 

A Titlist, a Hell Corgi, an Archer, and a Blob. Ordinarily, 

a Blob's low Remove would make it almost useless. 

Give it the Swift Attack, Explosion and Parting Gift 

skills, and the Blob becomes a grenade. Upon being 

Confined, it'Il enter the battlefield, explode, attack, 

and explode again, crippling any opponent within its 

blast radius and immediately disappearing. 
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You've probably noticed that every character and weap- 
on you've run across has a word in front of its name or 
occupation: Vain Fighter, Saintly Witch, Cunning Putty, 
and so on. That adjective is a title, and it can affect 
almost every facet of a character. 


There are eight ranks of titles, ranging from the uni- 
formly negative names at Rank 0 (Aloof, Crappy, etc.), 
to Rank 7. A character's color will change-depending 
upon the rank of their title; Rank 0 characters’ clothes 
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and hair are a muddy brown, while other titles’ colors 
depend upon the job of the person who has them. 


A standard title changes the statistics of whatever it's 
applied to. The higher a title's Rank, the better its bo- 
nuses are. The most powerful titles can teach unique 
skills, make fusion more efficient, or improve a charac- 
ter’s ability with a given skill category. If you want to 
make a character who's broken out of her occupational 
rut and become a master of a skill that she's supposed 
to suck at, or if you're just interested in providing your 
characters with nearly free stat bonuses, then you'll 
want to spend some time gathering and improving 
titles. 
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The first step is to recruit a Titlist (no snickering in the 
back) for your army. There's one lurking at the back of 
Shining Earth on Monetopia (Chapter Three), but you'll 
have to hustle to defeat him before the Manticore tears 
him apart. Alternatively, Titlists are in the character ro- 
tation in Random Dungeons that're populated by Male 
or Feeble enemies. 


On Phantom Isle, the Titlist's job is to manage your 
titles. He starts off with one — Fake — and can swap it 
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out with any title on any item or character. A single title 
can only be placed on one character or item at a time, 
and you can have a maximum of 128 titles in stock. 


There are two ways to get new titles for your army. The 
simplest of the two is simply to bring Marona objects 
and characters, then have her banish them. All that's 
left of a banished phantom is his title. 


The easiest place to find suitable titled objects for ban- 
ishment is the Merchant's store. When the Merchant 
reaches 127th level, her wares can have titles that are 
as high as Rank 6. You can also find items with high title 
Ranks in the depths of high-level Random Dungeons. 
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If you feel like doing a little gambling, create a few new 
characters. When they're first made, a character's title 
is randomly chosen from Ranks O through 5. Select a 
character with a good title, create him, then banish him 
and keep his title. 


The second way to generate new titles is to create a 
Random Dungeon. These new titles tend to be short 
and completely meaningless, but they are indeed new 


titles. You can swap them out with any other titles 
you've got lying around, thus destroying the gibberish 
title, or complete the Dungeon to earn its title. 


To improve a given title, use the Titlist to place the title 
on a Random Dungeon. Every time you clear a floor 
of the Dungeon, the title will improve by a small and 
random increment. When you complete the Dungeon, 
it'll disappear, leaving the improved title 

behind. 


The best a Title can get via Dungeon- zi 
crawling is: 
Stats: +100% 
Guard: +120% 
Steal: +100 
Mv. +50 


Skills: +4 De, 
(For a complete list of titles, see 
page 166.) 


Finally, there are two titles that 
cannot be achieved via ordinary } 
means: Unliked and Blsphm. 

Every time one of your char- 

acters kills a friendly tar- 

get, he'll get a Dark point. 

The more Dark points he 

has, the higher the chance 
that he’ll receive the Unliked 


title as part of a special Phan- 
tom Isle event. 


To get Blsphm, have a character gather 100 Dark 
points. After the 100th, he'll have the Blsphm title, and 
can learn the special skill Dark Eboreus. To remove the 
Dark points, keep a Granny handy on Phantom Isle. 
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You can create a Dungeon Monk from the beginning of 
the game, although he's a pricey phantom indeed. Once 
he's on your team, you can pay him even more money 
to come up with a design for a Random Dungeon. 


While they've got nothing at all to do with the plot, 
Random Dungeons can provide endless hours of en- 
tertainment. They're excellent places to level up your 
phantoms; they often pose incredible challenges for 
high-level characters; you can find all sorts of free 
equipment lying around inside them; you can find 
phantoms inside Random Dungeons that won't show 
up for along time in the main campaign, if they show 
up at all; the Dungeons play an important part in un- 4, 


kl 
pn gl 

nn laet d En En 

& En 


» 


Tue Bastes 


siste Ji 


locking some of Phantom Brave's secrets; and you can 
use the Dungeons to create and improve titles for your 
characters. 


The first thing you should know is that this isn't a cheap 
date. Making a decent Random Dungeon for your level 
will cost you a fair amount, and if you screw up and 
decide you need to leave early, that can also be expen- 
sive. (Using the Dungeon Monk's Return skill costs you 
a number of bordeaux equal to the current Enemy Level 
multiplied by thirty. If anyone but the Monk uses Return, 
via character fusion or by holding his body, then it'Il cost 
you ten times as much.) 


Fortunately, once your crew is powerful enough to han- 
dle a few floors in succession, a Random Dungeon will 
more than repay your initial investment. You'll get the 
most out of a Random Dungeon if you handle all of its 
floors in succession. Each stage you clear adds a cu- 
mulative 10% Deployment Bonus to the bordeaux you 
receive, to a maximum of a sweet 700%. You may also 
be given an item as a reward for clearing a map. 


Once you decide to enter a Dungeon, you're there for 
keeps. The only ways to leave are to use the Return 
skill (ka-ching), or to clear every floor. Always save your 
game before entering a Random Dungeon! 
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You can have a maximum of thirty-two Random Dun- 
geons in existence at any one time. It's a good idea to 
keep a second low-level Dungeon Monk around as you 
reach the midpoint of the game, so he can make weak 
Random Dungeons and help level up new characters. 


When you create a Random Dungeon, you'll be able 
to see seven different qualities that the dungeon pos- 
sesses. These are, as the name would suggest, totally 
random; there’s no way to pick one over another. 


The average level of opponents on the first few floors of 
the Dungeon, although the deeper you go, the higher 
the Enemy LV will get. A higher-level Dungeon Monk 
means a higher possible Enemy LV. The minimum Ene- 
my LV is 3, while the highest is a mind-boggling 9,999. 


The number of maps contained within the Random Dun- 
geon. The minimum is three, while the max is 99. 


The amount of space you'll have to work with inside the 
Dungeon. You can opt for Small, Normal or Wide. Of 
the three, Small seems wisest, but be prepared to go 
0.B. a whole lot. 


amie 
Pick from Many (ten or more), Normal (five to nine), or 
Few (zero to four). This is another one that's up to per- 
sonal preference. Most of the crew here at DoubleJump 
prefers to pick Few, just for the sake of expediency. 


This determines the quality of the terrain. Various 
means it'Il change from floor to floor, while the other 
options are self-explanatory. If you've mastered the fine 
art of using slippery floors to your advantage, then Slip- 
pery is your best bet here. 


This indicates what kinds of monsters you'll be fighting. 
(See the table on page 131.) 


The seventh space will tell you whether or not there's 
an equipment restriction on this dungeon. If this space 
is occupied by a simple line, as in the screenshot to 
the left, then there isn't. Otherwise, there's a chance 
you'll start on each floor unarmed. Merry Christmas. 
On the upside, you get a lot more bonus EXP from a 
restricted Dungeon. 


There are three possibilities for restriction: 


1. No restriction (i.e. blank) — You'll be armed if you 
have weapons equipped. 

2. Restriction — You'll be unarmed. 

3. Restriction: various — You may or may not be 
unarmed. 


There are two more parameters to consider, which you 
don’t get to pick. A Random Dungeon will have two 
kinds of items within it; this is selected randomly when 
you first create the dungeon, and doesn't change. Fur- 
ther, a single floor will be strewn with either weapons or 


objects, and never the two shall meet. 


So if you walk into a Random Dungeon and see a bunch 
of trees, every floor containing items will contain trees 
from that point forward. If you go down a floor and find 
a bunch of books, then you'll see nothing but books 
from that point onward. This can make Confinement 
slightly annoying, since you'll usually only get one kind 
of item, and thus one set of stat modifiers, for the en- 
tirety of the dungeon. The exception is if the dungeon’s 
weapons and items are actually, well, random. Check 
the tables on page 132 for the full story. 


One thing to keep in mind about the items you find 
in Random Dungeons is that they come with a ready 
supply of Mana. You can clean up on Mana by stealing 
items from Random Dungeons and fusing them to your 
characters and equipment. 


Another handy survival hint is that each floor is gener- 
ated at the moment you enter. If you use Return to 
leave the dungeon and reenter, you'll find that the map 
you left has changed completely. A Random Stage will 
still be the same kind of Random Stage, but you'll be 
fighting different enemies on a different battlefield. 


As you progress through a dungeon, you may run into 
special, randomly chosen Random Stages. These stages 
can break any or all of the rules the dungeon has oper- 
ated under to this point; if you've been fighting Putties 
in a Small, Slippery dungeon, a Random Stage may 
consist of a bunch of Owls on a Large, Normal floor. 


A standard-issue Random Stage is one of fifteen po- 
tential scenarios, chosen randomly. You'll be able to tell 
which one it is from the introductory screen. 


The last floor of a dungeon will be randomly selected from 
one of the Final Stages listed on page 132. These are all 
geared towards creating a serious challenge. You'll be able 
to tell which one it is using the table on that page, and the 
title screen you see before the start of the fight. 


If you run into a God or a Great King, grab any rare 
items he might have. Just about anything in the game 
can show up on the final floor of a Random Dungeon, 
with the exceptions of the Snakish, Heliotrope, Shiva, 
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Catnip Cane, Soul Saber, and Remote. The deeper you 
are, the more likely you are to find a rare item. 


Each Random Dungeon comes into existence with a 
special title, which is usually complete gibberish. Ev- 
ery enemy within a Random Dungeon is sporting the 
same title as the Dungeon itself, and as such, enjoys 
any benefits that title has to offer. Every time you clear 
a floor in the Dungeon, the bonuses its title grants will 
randomly improve. 


You can use a Titlist to place another title on your dun- 
geon, which'Il overwrite and destroy the original. Once 
again, this means that you've just granted that title to 
every single enemy within the dungeon. This is great 
for powering up your titles, but it's also great for filling 
up the dungeon with unexpectedly powerful monsters. 
If you put a good title on a dungeon, you're running the 
risk of getting your teeth kicked in. 


A sneaky trick is to keep a zero-rank title handy for the 
longest dungeons, preferably one that gives a nice fat 
negative to all stats across the board (such as Failure). 
If you slap this on a long dungeon populated by high- 
level monsters, you'll weaken everyone inside it. This!Il 
make those long ninety-nine floor hauls a little more 
bearable. 
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This boss battle is a chance to make 
use of everything you've learned so far. 
This map represents a three-way strug- 
gle: you're fighting the Summons and 
Walnut, the Summons are fighting you 


and Walnut, and Walnut's fighting you 
and the Summons. 


Walnut, the boss, will be a tough nut to 
crack. You're going to have to make a 
choice about how ta,take him on. A look 
at the protection&icts indicates that 
Sne Weed is reed Walnut Heal 10% 
HP and Experience x3, while the other 
is feeding him another Heal 10% HP and 
Money x3. You'll need to decide whether 
to destroy one, none, or both Weeds be- 
fore killing him. 


You've got some advantages, too. Marona 
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starts this map with five objects around 
her, each of which are affected by Recov- 
ery and Strengthen +20% effects. Start 
off by Confining characters with a low 
Obtain Rate to these objects. This way, 
once those characters’ Remains run out, 
you can reuse the objects for your next 
wave of phantoms. 


Now, just stay where you are and take out 
the Summons surrounding you, since Wal- 
nut will easily take care of the rest. Once 
they're all gone, hammer away at Walnut 
until he finally cracks. er, croaks. 
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1 3D Map: Level image in 3D. 
2 Episode #: Episode-Map. 


3 Episode Name: Name of the 
Episode. 


& Map Name: Name of the map. 


B Expected Level: The level you 
should expect to be to win. 


6 Object Level: The average level of 
the objects on the map. 


7 Title Rank: Average title rank of the 
items on the map. The title rank you 


confine a character to is stacked onto 
their own character’s title rank bonus. 


8 Map notes: Notes... about the 
maps. 


9 Text: Words about the maps. Usually 
tells you how to win. 


10 Map: Top-down map image. 
Illustrates all the protection effects 
on the map (see 13). 


MI Enemy Data: Information about 
the enemies on the level. 
E: Indicates a neutral enemy 
(Yellow Life Bar) 


A: Indicates an enemy which 
appears for only one battle. 

®: Indicates an enemy which first 
appears on a return visit to the map. 
T Rnk: Title Rank. 

Lvl: Level. 

Exp: EXP gain for killing enemy. 
Mana: Mana gain for killing enemy. 
Bor: BOR gain for killing enemy. 


12 Screen Shot: Usually something 
relevant, sometimes not. 


13 Protection data: Lists all the 
protection effects on the map. Color 
correlated to the arrows on the top- 
down map (see 10). 
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Before you begin, create a cheap Fighter. 
For this, the first real battle, you'll get to 
experiment with Confining characters who’ll 
have protection effects. Confine the Fighter 
to the Rock, Ash to the Stone so that it's 
harder for the enemies to nullify the pro- 
tection effect, and the Soldier to either the 
Trees or the Weeds. 


Have those three characters pick up the 
remaining objects and use them as weap- 
ons. Just don't ask why a patch of weeds 
can kill a monster. Weeds are surprisingly 
useful weapons, since they'll boost your 
Speed considerably. 


If Ash, or any other character, needs heal- 
ing, bring out the Healer. Have whoever's 
carrying the Tree toss it near the wounded 
phantom. Confine the Healer to it on Ma- 
rona’s next turn, then toss her a Weed for 
the Speed boost. This is a good example 
of how best to share items among your 
crew. 


When the battle is almost over, Confine the 
rest of the characters into the remaining 
objects so that they'll receive after-battle 
bonuses. 


The neutral Mystic at the far end of the map 
can be recruited if you kill him. He's a bit 
difficult to take on right away, but he can 
be defeated if Ash and the Fighter make a 
beeline for him. 


Almost all enemies yield double experience! 
Yay! The Blacksmith, who you have to kill in 
order to create a Blacksmith of your own, 
has a field effect that doubles most of his 
stats! Booo! 


Looking at the protection effects, you can 
get rid of the Blacksmith’s stat boosts while 
leaving the double experience field in place. 
The oddly-colored Slime sitting right in front 
of Marona is the source of the EXP boost. 
The three Slimes behind it are generating 
the stat-boosting effects, so kill them first. 
The other Slimes behind them are also af- 
fected by the EXP boost, so take care of 
them next. After all the blue Slimes are 
killed, go for the weakened Blacksmith. 


There are more enemies than there were in 
the last battle. Picking up Weeds to boost 
your speed would be a bad idea, since it!Il 
take several turns to kill most of them. 
Therefore you need to hit the enemies 
very hard, and the ideal object here is a 
Cactus. 


One idea is to have Marona throw a con- 
fining object near a Cactus, preferably a 
Rock. Then Confine Ash to it, so that on 
his turn he can pick up a Cactus and start 
whacking monsters immediately. When you 
throw something, it'll slide and 

bounce for a bit, so throw the 

confining object a little short of \ Pl 
where you want it to rest. 
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Here's a rather tame boss battle to close 
out this episode. It's kind of funny to watch 
“Raphael” throw slimes at you instead of 
charging at you. 


There aren't many good objects here to use 


Note: Episode 2 maps become 
inaccessible after Episode 12 is cleared. 
Now that you have a Blacksmith, you 
might want to buy some weapons be- 


Ei 0 fore you go any further. If you defeat an 
_ as weapons. Buy a WideSword for Ash and enemy with a weapon, it'll gain Mana, 
A your Fighter, as they come with Berserker, an which the Blacksmith can use to make 

a, ability that can hit multiple enemies in front of the item stronger. 
hl them. Confine those characters to Rocks. , Ì des 
La Taking out all those Slimes should be rela- B eeh en Ee: 
= tively easy if you use a Witch's spells and which is meant to introduce you to the 

Berserker. Once they're gone, bring out a Fusionist class. 
ber Healer, and have her and Marona heal injured e 
characters as they gang up on “Raphael.” Confine a couple physical attackers to the 
É nearby Mushroom and Driftwood, and a 
A fun challenge is to try and go after the Boss magic user or two to the Weeds in front 
first. When he's dead, you can pick up his of Marona. Also note that there is a Bomb 
E corpse and swing it around as a weapon. It on the far side of the map. It gives a 
makes for great fun beating on Slimes with considerable boost to Attack to a phantom 
5 their dead leader. Man, those Slimes have Confined in it, but it comes with a hefty 
it rough; first they're tossed around by their penalty to HP and Defense 
; leader, and then they get pounded to death ’ 
by a ghost wielding their leader’s body… The enemies here are pretty weak for level 
4 7 2 monsters. You could take them on on 
_ As a side note, two more characters will ap- even terms if you were at level 1. 
pear here on your second visit to this map: 
an Owl Sentry and an Owl Knight, both of The Fusionist here is the source of the 
ie whom are to your left as you enter. Once Experience and Money +50% boosts 


they're defeated, you'll be able to create 
them for your own army, and they won't 
show up here again. 


Also, on subsequent visits to this map, “Ra- 
phael” will be replaced by an Elite Slime. 


to the four Summons surrounding her, 
so go after the monsters first. If the Sum- 
mons bunch up‚ don't hesitate to use 
Berserker or elemental magic to damage 
them all at once. 
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Note: Episode 2 maps become 
$_inaccessible after Episode 12 is cleared. 


Be careful of what you're holding onto in this 
battle, as you just might lose it. The enemies 
aren't too strong by themselves, but they have 
a habit of stealing whatever you have equipped 
and attacking you with it. Also, be very careful 
of that neutral Funguy off to the side. It'll grab 
anything it can get its hands on, including 
characters, and throw them off the map. 


Start by confining your fighters into the two 
Rocks up ahead, and put a spellcaster into 
the Flower. Taking out the first three Sum- 
mons should be no problem, but then the 
stronger ones will start to advance. 


If you have a character at Level 4 or 5, you 
could probably take care of the Funguy while 
you're waiting. There's no reason to kill it, 
though, so you might as well not bother. 


By the time the other, stronger Summons 
arrive, you can easily take care of them by 
ganging up on the purple one first, and then 
mopping up the stragglers. If you want to 
steal the Great Long Sword from this map, 
have Marona sneak away from the melee 
and Confine your Bottle Mail to it. 


Come back to this map later and an Owl 
Sage will replace the Funguy. If you can 
defeat him, you'll earn the right to create 
Owl Sages of your own. However, he only 
shows up once. 


Note: Episode 2 maps become 
inaccessible after Episode 12 is cleared. 


This boss battle is a chance to make 
use of everything you've learned so far. 
The map represents a three-way strug- 
gle: you're fighting the Summons and 
Walnut, the Summons are fighting you 
and Walnut, and Walnut's fighting you 
and the Summons. 


Walnut, the boss, will be a tough nut to 
crack. You're going to have to make a 
choice about how to take him on. A look 
at the protection effects indicates that 
one Weed is feeding Walnut Heal 10% 
HP and Experience x3, while the other 
is feeding him another Heal 10% HP and 
Money x3. You'll need to decide whether 
to destroy one, none, or both Weeds be- 
fore killing him. 


You've got some advantages, too. Marona 
starts this map with five objects around 
her, each of which are affected by Recov- 
ery and Strengthen +20% effects. Start 
off by Confining characters with a low 
Obtain Rate to these objects. This way, 
once those characters’ Removes run out, 
you can reuse the objects for your next 
wave of phantoms. 


Now, just stay where you are and take out 
the Summons surrounding you, since Wal- 
nut will easily take care of the rest. Once 
they're all gone, hammer away at Walnut 
until he finally cracks (pun intended). 
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Note: Episode 3 maps become temporarily 
unavailable during Episode 16. 


Your first thought when you arrive here is 
likely to be “Where are those red Xs coming 
from?” A look over the character list points 
to the culprit: a candle-like monster called 
a Shade, who's producing an effect titled 
“Keep Out: Red”, You can't enter the area 
behind the red barrier, and the Scrabbits 
inside can't leave. 


Since it's better to fight two groups of four 
and five rather than one group of nine, 
leave the Shade alone until you've defeated 
the first group of Scrabbits. Just for a little 
added incentive, that group has their stats 
lowered by 20%, and will give out 50% 
more Mana and EXP. 


Once the barrier is removed, you may see 
strange things happen if any of the first 
five enemies are still around. The Scrabbits 
behind the barrier are apparently wild ones, 
as they/ll attack anyone, friend or foe. 


If you revisit this stage after clearing it, an 
Owl Ninja will make a one-time appear- 
ance. Be sure to defeat it if you want one 
for your army. 
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Episode 3 maps become temporarily 
unavailable during Episode 16. 


At first glance the map seems like a typical 
bonus map, with a group of four Scrabbits 
sitting in front of you, each one offering 50% 
more Money and Experience. 


Take a look at the very far end of the map, 
though. There are two more Scrabbits there, 
under the influence of arguably the most 
annoying protection effect ever conceived. 
At the start of every turn, they both gain a 
free Level. The source of this effect is the 
Old Man sitting in the far corner. 


You must therefore get a strong character 
across the map as quickly as you possibly 
can, and Ash is your best choice. Before 
you bring him out, confine some characters 
in the objects surrounding Marona so that 
they can keep those Scrabbits busy. Now 
throw the Rock near Marona over the nearby 
outcropping, and Confine Ash to it so that he 
gets a head start. It'll take Ash about two 
turns to get there, unless a Scrabbit Round- 
houses him in the wrong direction. 


If everything worked out, those two Scrab- 
bits should only be at level 5 or 6. If they 
get any higher than that, you could be in 
trouble. As a last resort, you may have to 
ditch Ash's weapon and have him throw 
them both off the map. 


Episode 3-2: 
Meeting Putty 
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Episode 4-1: 
Afriend 


SPIRITS BPATE 


î Note: Episode 4 maps become 
{__inaccessible after Episode 11 is cleared. 


Episode 3-3: 
ting Putty 


Note: Episode 3 maps become temporarily 
unavailable during Episode 16. 


No, your game's not broken. You really do 
have to fight the same battle twice in a row. 
Fortunately, it's not difficult. There are only 
five Summons here, four of whom are be- 
ing affected by some desirable effects: EXP 
& Mana +30%, and Attack & Defense -30%. 
The source is a healthy-looking tree near the 
back of the map. One of the Summons starts 
off near this tree and will immediately start 
trying to destroy it. 


This battle isn't too tough. You have a 
pseudo-boss monster off in the distance, 
surrounded and weakened by Shades who 
are, in turn, being weakened. A lone Titlist in 
the far corner will soften the Shades up for 
you, but he'll be killed in short order. 


Marona starts off in a corner, with a bunch 
of fairly useful confining objects close at 
hand. Try to hold back on summoning Ash 
until all the Scrabbits are killed, so that he 
can focus on the Manticore. 


The tree won't last more than two turns. 
The best thing you can do is get Marona to 
confine a character to the tree before it gets 
destroyed. Ash would be ideal, since he can 
probably handle that Summon by himself. 
Once that's done, all you have to do is mop 
up the four weakened Summons. 


The Scrabbits are spaced out quite sparsely 
and in easily manageable numbers. One 
word of warning: try to stay at least 40dm 
away from the edges of the map, lest a 
character go 0.B. Nothing sucks more than 
having your champion fighter tossed off the 
map because of some measly little Scrabbit 
and his Roundhouse skill. 


On your second trip through 
this map, the enemy's plan 
changes slightly. The 
weakened Summons 
seem to have a 
penchant for steal- 
ing your equipment 
and throwing it in a 
random direction. 
Other than that, 
the second fight 
is identical to the first. 


By the time you reach the Manticore at the 
far end, the Titlist will probably be dead, but 
he'll take at least one Shade with him. To 
fight the Manticore, use plenty of skills that 
lower a target's stats, like Gravity, Punish, 
and Wild Swing. 
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Episode 4-2: 
A Friend 


Note: Episode 4 maps become 
inaccessible after Episode 11 is cleared 


This is the first map that presents a bit of 
a challenge. There are four objects and 
three demons surrounding Marona, and all 
of them are under an Attack -40% effect 
that's generated by the Ghost in the back. 


You'll barely be able to scratch the Ghost 
with your Attack at —40%. There are two 
more objects at the back of the map, but 
they're just outside of Marona's Confine- 
ment range. 


It's time to introduce a new strategy. Set 
up your party beforehand so that they're 
equipped with ideal objects for Confining, 
especially Marona. This lets you circumvent 
the protection effect by bringing your own 
objects onto the map. Plan who you're going 
to Confine to each item, so that they're used 
to their fullest. 


Taking out these Summons shouldn't be 
difficult now. You should still watch out 
for the Ghost; bring in characters who 
have no lower than a -50% resistance 
to its main elemental spell. You can 
check to see what element spell it 
uses in its Ability Status win- 
dow. The Ghost's element 
spells will really put the hurt 
on those characters, doing 60- 
90 damage. 
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Episode 4-3: 
Afriend 
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Note: Episode 4 maps become 
inaccessible after Episode 11 is cleared. 


Now here's an interesting map. Marona 
starts off separated from all the enemies 
by a barrier. The tree sitting inside this 
“cell” with you is the source of the barrier, 
but don't get rid of it yet. The enemies 
are divided into two groups, and they're 
about to face off against each other. Wait 
to see who wins. 


After the fight, there!ll only be one or two 
monsters left. Now you can destroy that 
tree, bring down the barrier, and mop up 
the weakened survivors. 


There's a Title Rank 3 BronzeSwd lying here 
that is quite powerful at this stage of the 
game, so you'll probably want to steal it. 
It only shows up on your first trip here. If 
you come back a second time, you'll find a 
Title Rank 3 Spell Book. On your third and 
subsequent visits, no weapons will appear. 


Since both the BronzeSwd and Book are un- 
usually high-level and high-Rank, 


you can use them to rake in en aje 
some decent bonus EXP at 4 kk 
the end of the fight. A Nen! 
low-level Healer makes * en hj 
a good candidate for this, re 
since as a support mage, In 


she’ll find it hard to earn Al 


EXP normally. 


Episode 4-4: 
A Friend 


inaccessible after Episode 11 is cleared. 
Here's a very kind bonus map. Unfortunately, 
it won't stay that way for long. 


The monsters will immedi- 
ately try to destroy the 
several objects thatre 

1 giving EXP and Money 

U bonuses. Marona begins 
this map surrounded 

=| by four objects under a 
Strengthen +20% effect, 

which you should definitely 


Pa 


Episode 4-5: 
Afriend 


Note: Episode 4 maps become 
| inaccessible after Episode 11 is cleared. 


Get ready for a brutally hard boss fight, and 
make sure Ash is equipped with a good Mace. 
Your choices for confining are limited, so it's 
a good idea to equip Marona with a good 
Confining object and toss it near the Summon 
to her right. Now, Confine two high-Defense 
characters to the objects near Marona, and | ‚ 
send them partway up the stairs. — 


Your goal is to get rid of the monsters at 
the top of the stairs before the boss and 
his buddies at the far end come after you. 
Don't Confine anyone to that tree in the 
middle of the map just yet. Instead, put a 


couple more characters into the Crystals at 
the top of the stairs, and equip them with 
the Pillars. If Wraith or his monsters reach 
you before you've dealt with the Summons 
at the top of the stairs, start knocking the 
Summons off the map. You can throw them, 
or use the Pillars’ Good Shot! Skill. 


When the Boss reaches your position, sum- 
mon Ash to the tree in the center of the map 
and send him after Wraith. The Mace helps 
here, because it raises the DEF stat of its 
wielder, and the Boss's attacks are incredibly 
powerful. Fortunately, he can only use his 
best abilities twice. 


Don't panic about characters dying. Since 
this is the end of the chapter, anyone who 
doesn't go into souldeath will be brought 
back for free after the fight. 


make use of. 
' Advance your troops up 
the stairs, and “save” 


those objects. You can 

pick them up to use as weapons, 

or Confine characters to them. 

st sm Now all you need to do is 

Ps ‚# _dispatch the Ghosts before 

ar you go after the remaining 
e demons. 


For those who like keeping 
even levels, the Ghosts give out double EXP 
compared to the Summons’ +60% EXP. If 
possible, use low-level characters to deliver 
the killing blows to the Ghosts. 


You may need to use this map as a levelling 
ground, as a fairly difficult boss battle is 
coming up next. 
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Don't confine Ash here ® 
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This is going to be annoying. The Saber Kit- 
ties are like Scrabbits, except they're faster, 
they hit harder, and there are more of them. 
This battle is supposed to be a bonus map, 
since it gives you 30% more EXP, Mana, and 
Money, but getting through it isn't particu- 
larly easy. 


Start off by Confining several fast characters 
right outside the Kitties’ attack range. Let the 
kitties come towards you; if you advance on 
them, they'll Roundhouse your character over 
into their midst and pummel him to death. 
You'll want to keep at least two characters 
around who know the Heal spell. 


A hit-and-run routine works well here. Hit 
a Kitty, then run outside its attack range. If 
you get several turns in a row, use them to 
pummel on a single kitty until it's dead. Use 
Breath and Shield to raise your characters’ 
Defense. 


If the back two kitties retreat to pick up 
some objects, you're in luck. That'll lower 
the chance that an attacking character that 
gets thrown amongst the kitties will get killed. 
Leave the blue kitty till last if you can. 


Seber Kitty 6) 1 


7 69 27 55 


Saber Kitty 2 9 17 34 819 Sr he Ll} Subtle_ T 127 | 
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A conga line of Saber Kitties? It looks that 
way, and there‘re a lot of them. Fortunately 
for you, they're entranced by the music and 
won't move for a couple of turns. The ma- 
jority of the Kitties here are weaker than 
the ones on the previous stage, but watch 
out for the powerful Kitty standing on the 
“stage.” Also, note that the Phonograph is 
generating 50% more Mana and Experience 
effects on the two lead kitties. 


Take advantage of your ambush opportunity. 
Confine Ash near the back of the line, with 
the rest of your characters in position near 
its middle. If you're lucky, you could prob- 
ably knock out three or four of the brown 
Kitties before they realize they're under at- 
tack, as long as you don't mess with the 
Phonograph. 


Once the Kitties notice you're here, the hard 
part starts. Hopefully, the Kitties won't gang 
up on one character and throw him out of 
healing range, or off the map entirely. Focus 
on the purple Saber Kitty, since it's more of 
a threat than any of the others. 


If you can beat one of the brown Saber Kit- 
ties in one or two hits, you're strong enough 
to handle this map. 
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Episode 5-3: 
cire the Brave 
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The Saber Kitties closest to you will give 
out seven times the Mana and EXP when 
you beat them. The catch is that their 
Defense is multiplied by seven, too. It's 
an amazingly awesome bonus, yet you 
have to throw it away. Sucks, doesn't it? 


To destroy this field effect, you'll have to 
attack the rock that's generating it. You 
have to do so quickly, before the blue 
Saber Kitty standing on top of it picks 
it up to use it as a weapon. As soon as 
the map starts, Confine Ash to one of 
the Weeds in the area, and send him for- 
ward to break the rock with one hit. If the 
Kitty gets ahold of the rock, you have two 
choices; either reset, or try and steal the 
rock without getting too many characters 
killed in the process. 


With the rock gone, you're locked in a 
duel to the death with seven Saber Kitties. 
Keep your characters away from the edge 
of the map, or the Kitties will probably 
Roundhouse them O.B. 


Don’t worry about the Behemoth in the 
corner. He's an ally (even if you can kill 
him it would be more effort than it's 
worth), and will cast defensive spells on 
your characters if you get within range. 
In the meantime, he's got his hands full 
with the four Saber Kitties that're com- 
ing after him. 
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All the Zombies have a lot of HP, and are a 
couple of levels higher than the monsters 
you've fought so far. However, since they're 
also very slow and have lousy magic re- 
sistance, this is actually one of the easier 
battles so far. If you exploit a Zombie's el- 
emental vulnerability, you could easily do 
over 100 points of damage. 


This is the first story map where 
the ground conditions have a 
real effect on your move- 
ment. If you try to walk onto 
the slope in the center of the 
map, you'll skid downhill. This 
makes it possible to travel 
further than your movement 
range would ordinarily allow, 
so use it to your advantage. 

If you absolutely have to 

be in a specific location on 

the slope, jump on top of 

an object or character. Û 


Finally, don't go downhill 
until you've killed all the Û 
lesser Zombies. The Lady 
Zombie and Zombie at the bot- Î 
tom of the hill will stay where \ / 
they are until you get close to 

them. Since they're the highest- | 
level monsters on the map, you Ì 
can make your life a lot easier | 
by leaving them until last. 
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Episode 6-: 
Unexpected Reward 
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Episode 6-2: 
Unexpected Reward 
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Note: Episode 6 maps become 
inaccessible after Episode 10 is cleared. 


Note: Episode 6 maps become 
inaccessible after Episode 10 is cleared. 


Compared to the last map, this is a cake- 
walk. There are only six monsters here, 
and there are four objects with Defense 
x2 effects just waiting to have someone 
Confined to them. 


Here's a good bonus map, which you can 
use as a levelling ground for the time be- 
ing. The Treasure Chest in the middle of 
the map is affecting all five monsters with 
double EXP, double Mana, double Money, 
and Strengthen +20% effects. The latter 
is negligible, so leave the Treasure Chest 
where it is. 


A good strategy is to Confine your 
phantoms to objects that have good 
resistance to fire attacks, as Burning Re- 
fuse is the most dangerous skill that the 
Manticores have. Keep at least two charac- 
ters on healing duty at all times, including 
Marona. If you keep your distance from 
the enemies, you can lure one or two of 
them to you at a time, while the others 
just sit and wait. 


Go after the Manticores first. Their short- 
ranged fire attacks make them the biggest 
threat, and can hit everyone within 10 dm 
of the Manticore. 


Focus on one monster at a time. As al- 
ways, keep a couple of healers around, 
just in case things get dicey. 


If you kill her on this map, you'll be able 
to create a Granny. Due to her Avoidance 
effect, you'll need to use an attack with a 
range of at least 15 dm. A spell will work, 
or skills like Berserker. 


Witches are absolutely amazing here 
if you take advantage of elemental 
weaknesses. A properly equipped Witch 
can drop a Manticore in one or two hits 
if she uses the right spells. 


Early in the game, this is the best place to 
rack up EXP, Mana, and Money. If you're 
short on cash or levels, use this map to get 
caught up. Once your characters are all 
around Level 11, you should get through 
the rest of this Chapter with ease. 
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Note: Episode 6 maps become 
inaccessible after Episode 10 ï is cleared, 


En Here's an interesting arrangement. Each 

a monster on this map is a link in a circular 

zi chain of field effects, with each monster 

| both generating and receiving a protec- 

‚a tion effect. Don't try and follow the chain, 

| though, as it takes a few zig-zags along 
5 the way. 


A It's best to keep your distance and lure 
a couple monsters over to your position, 

=, since the monsters won't move towards 
you unless you come within their attack 
range. First, take out the monsters that 
ka are to Marona's right. Stay up on the hill as 
r | you lure the monsters after you, and take 
| them out. Now you've only got a few more 

„ | to beat at the bottom of the map, although 

In you'll have to go downhill to fight them. 


Ganging up on these monsters one at a 
n time and exploiting their elemental weak- 

points with Witches will wrap this fight up 
, in a hurry. Don't rush to kill the bonus 
EXP/Mana/Money monsters, since you can 
get far more from Innocent Entry. 


Fenrirs are equipped with the Swift At- 
tack skill, just like Ash, which makes 
them useful for character fusion. It's 
well worth your time to clear this map a 
few times, so you can recruit a Fenrir for 
your team. 
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Note: Episode 6 maps become 
inaccessible after Episode 10 ï is cleared. 


This map's inhabited by a pack of powerful 
monsters, with a Dragon as their boss. For- 
tunately, there are a bunch of objects near 
Marona that're under Defense +50% effects. 
Don't summon Ash just yet, as you'll need him 
to deal with the boss. 


You'll need to kill these monsters as fast as you 
can, since you start this map trapped in a cor- 
ner. One of the Fenrirs has a Weed equipped, 
which raises his Speed to around 170; he'll 
get two turns before any of your characters 
can act, even if they have Swift Attack. Make 
killing him your top priority. 


The Manticores shouldn't be a problem, since 
you've been killing them with relative ease for 
most of this Chapter, but the Behemoths are 
going to be a pain. Even without protection 
effects, Behemoths regenerate 10% of their 
HP at the start of their turn. You'll need to hit 
them hard and fast. 


When the Dragon advances, Confine Ash 
to one of the objects affected by the Attack 
+50% effect. Ash's Flying Bomb skill is one of 
your most powerful attacks, and it should do 
around 150 damage to the Dragon. Use it to 
knock the Dragon backwards, then retreat. If 
you let it get close, it could kill a group of your 
characters with a single blow. 
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Note: Episode 7 maps become 


Note: Episode 7 maps become 
inaccessible after Episode 16 is cleared. 


inaccessible after Episode 16 is cleared. 


The Island of Evil is where Phantom Brave 
Ee really starts to get challenging. Sick unto 
p= | Death is a fairly straightforward map; there 
| are three humans here, and each of them is 
L a powerful fighter. They’Il get close enough 
OR to attack in a single turn, so you'll need 
= to Confine characters with high Speed or 
- Defense. Your choices for Confinement are a 
little limited, so equip Marona with a decent 
object before you enter this map. 


This is the hardest battle yet, and the local 
field effects don't help. Thankfully, all your 
opponents are stuck with Defense —30% 
effects, while most of your crew will have 
to be Confined into objects affected by De- 
fense —10%. There are objects with better 
protection effects lying around, but they're 
on the other side of the map near your op- 
ponents. You can reach them safely by going 
behind the spires. 


One way to win this battle with minimal 

losses is to steal the humans’ weapons, 

ka which’ll dramatically lower their Attack and 

r | take away most of their skills. This works 
well for characters who you're using to bring 

en in better Confinement objects; they can drop 
off their item and steal a weapon in the 
same turn. As always, exploit any elemental 


The one bright spot is the Rock featuring an 
Avoided 10dm effect, which prevents most 
of your enemies from getting close enough 
to attack. Confine your best long-range 
attacker to the Rock and go straight for the 
boss, as she's the most dangerous opponent 
you've faced so far. To make things easier, 
steal her Axe. 


an weaknesses your opponents might have. Send your other En _ dr = 
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your characters’ Speed first. Ô 


to deal with the u! 5 
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Note: Episode 7 maps become 


inaccessible after Episode 16 is cleared. 


When you walk into this stage, you'll find three 
Lizardmen across the map, each of whom is 
wielding a no-doubt-displeased Funguy. Each 
Funguy, in turn, is being fed a Heal 10% field 
effect by a Scrabbit, who's hiding behind the 
rock spires to the Lizardmen's left. 


The Lizardman-Funguy combination can add 
up to big hurt, so you'd do best to distract 
them. Drop a completely outclassed phan- 
tom, such as a low-level Bottle Mail, onto the 
battlefield. All of the Lizardmen will completely 
ignore your more dangerous characters in 
favor of going to smash the Bottle Mail. If you 
can, keep it just out of their range, and you'll 
get at least one free turn while the Lizardmen 
chase the Bottle Mail. Don't discount the Fun- 
guys, as their attacks often inflict Poison. 


You can also save yourself some damage in 
the long run by Confining two fighter-types 
to the Rocks near the Scrabbit. Otherwise, 
itll pick one up and come after you with 
Dodge Rock. 


The Anthill near your starting point has re- 
tained its Avoided 10dm field effect, but it 
won't do you much good. The Lizardmen can 
use Bound Strike to reach right through it. 


If you're strong enough to handle this map, 
this is a good place to rack up Lizardman 
and Funguy kills. 


You need h ha skis co 
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Note: Episode 7 maps become 
inaccessible after Episode 16 is cleared. 


As boss battles go, this one's relatively easy. 
Most of the local monsters are Zombies, 
and Fox, at the far end of the map, is a 
weak spellcaster who's feeding 

the Zombies an Defense +10% 
effect. Almost everything on the 
map is under the influence of a 
Defense -10% field, but thank- 
fully, you can get rid of it by 
destroying the Fish near your ‚4 
starting point. 


Start off by Confining as many 
characters as you can‚ and 
assign one or two of them 
to destroy the Fish. Use 
the others to draw Zom- 
bies to you two at a time. 
If you take them on this 
way, they're not much of 
a threat. 


When the boss comes after 
you, steal his weapon and 
use it against him. This’ 
substantially weaken him, 
while powering up the thief 
at the same time. 


On your return trip, you'll find a map infest- 
ed with Zombies and Lady Zombies, without 
any protection effects. Despite their level 
22 leader, this isn't a particularly difficult 
battle, so use it to help recruit Zombies for 
your own army. 


Episode 7-4: 
Te Rainbow Bird 


tr If it wasn't for the 
Ei 4 Speed —-30% effect on 
N ___ virtually everything on the 
Tk map, this battle would be a 
lot harder than it looks. All of 

the enemies here are Owls, so 

ud you'll be able to create almost 
Î all the Owl-type phantoms after 

| this fight. 


vl _h *__ Afew objects aren't affect- 

| ed by the Speed penalty, 
including a Seed. A charac- 

ter Confined to the Seed has 

his stats doubled, and warps 

around the map on every turn. Drop your 
strongest character into it, and use him to 
take out the surprisingly deadly Owl Ninja. 


Confine a couple of other heavy hitters 
to the Treasure Chest and the discarded 
weapons. The Chest's advantage is that it'll 
prevent the Owls from throwing you O.B. 
The fastest characters you have left can go 
into whatever objects are nearby. 


If you can drop the Owl Knight in a few 
hits, you're in good shape to clear the rest 
of the stage. Make it a point to kill the Owl 
Sage early in the fight, or throw him O.B. 
Otherwise, he'll usually cast Mega Heal on 
the boss, undoing all your good work. 
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AOul Sentry (3) 1 

AOul Knight __ 3 

AOulSage 3 20 743 72 303 
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Episode 7-4 (Second Visit): 


Note: Episode 7 maps become 
inaccessible after Episode 16 is cleared. 


The good news is that the Speed -30% 
field effects gone. The bad news is that 
the whole map is covered with enemies who 
are, as a rule, faster than you are, including 
two potentially devastating Fenrirs. 


Fortunately, you've stumbled into some kind 
of object hatefest. Most of the monsters 
on this map will go after the Rocks, Skulls, 
Bones, and weapons scattered throughout 
the area. The Fenrirs won't attack your 
characters until all the objects have been 
destroyed, while the Saber Kitties and Fun- 
guys could go either way. 


Confine Ash to the Seed. Thanks to the 
Strength x2 field effect, he'll be a force to 
be reckoned with, but he’ll also start Warp- 
ing. Luckily, the enemies are spread out so 
widely that Ash'll wind up near one more 
often than not. If he gets the chance, use 
high-powered skills like Flying Bomb to in- 
jure or kill the Fenrirs. 


Drop three more fighters into the Treasure 
Chest, BronzeSwd, and Dagger in the copse 
of trees. This'll give them all No 0.B. ef- 
fects, preventing the Saber Kitties from 
Roundhousing them off the map, but more 
importantly, they'll actually be able to get 
to the monsters in time to join the fight. 
If you need reinforcements, use whatever 
Rocks are in range. 


A set of Lv 14 weapons — generally a Book, 
Silver Spear, and Dagger - will be available 
on your second trip to this map, and they'll 
be the monsters’ first targets. If you want to 
get one or all of the weapons, you'll have to 
either throw a couple of characters across 
the map to hold off the Saber Kitties, or 
hope that an unarmed Ash teleports near 
them in time. 


The Rainbow Bird 


Episode 7-5: 
Rainbow Bird 


Note: Episode 7 maps become 
inaccessible after Episode 16 is cleared. 


One word of warning: the next two battles are 
fought consecutively, with no chance for rest 
between them, so prepare for them ahead of 
time. Equip Marona with a good Confinement 
item, preferably one with very high Fire resis- 
tance and at least a 0% modifier to Speed. 


You're not expected to win the first fight, but 
Raphael has a unique sword that you might 
want to steal, though you'll need a very good 
thief, such as a 22nd-level Bottle Mail or a high 
level Merchant. Once you've got the sword, 
throw it as far away from Raphael as possible 
and hope Marona's turn comes up soon. That! 
give you the chance to Confine a second Bottle 
Mail to the sword. If it's at level 23, the Bottle 
Mail will have an Obtain Rate of 100%. 


If you want to try and beat Raphael, you'll 
need to have high-level characters of your 
own to even touch him. Stealing his sword 
will deprive him of most of his best skills, forc- 
ing him to attack one of your characters at a 
time; failing that, try Confining a couple of 
weak phantoms to objects you aren't using. 
Raphael will usually go after them and ignore 
your more powerful fighters. 


On a second trip to this stage, you'll encounter 
three Fenrirs and a high-level Dragon, all under 
the effects of a Driftwood's Experience/Mana/ 
Money +60% and Strengthen +30% fields. 
Once you're around level 20, this is a fast 
place to earn some extra EXP, but if you try 
coming back before that point, this map is 
suicide. It doesn't help that all the monsters 
start off near Marona. 


Ep ET 7-6: 
Te Rainbow Bird 
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Note: Episode 7 maps become 
„inaccessible after Episode 16 is cleared. Ì 


Be prepared for a very short, dif- 

ficult fight. Looking at the protec- 

tion effect map can be a bit of a 

headache, but the gist of it is that 

almost every object here has an 

effect of Offense -40% and Defense 
-40%. You'll probably want to bring a 
Confining object for Ash. 


To get around the effects, knock the ob- 
jects generating the Offense —30% and 
Defense —30% effects off the map. This 
lowers the number of available Confinement 
targets, but Ash should be able to handle 
the boss on his own. 


Ash's Flying Bomb skill works well here. 
Be sure to keep enough SP handy for 
one last Bomb on Ash's final turn, so 
he can inflict double damage with his 
Solemn Vow. 


You should also note the presence of 

an Egg and a Mimic which reside on 
this map, both of which will only appear 
on your first visit. The Egg is especially 
rare, and you should make sure you get 
it. To reach the Egg's island, have Marona 
stand as close to the edge as she can 


and have someone throw her across the 5 
gap. Now she can Confine a character to = 
the Egg to steal it; for the best chance of == 


success, use a level 12 Bottle Mail. = 
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Episode 8-1: 
Chet Malt is Shaken 


Episode 8-2: 
Count Pat: is Shaken 
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This is another map with slippery terrain, 
so try and use it to your advantage. If 
you don't feel like sliding around, there 
are several objects near the blue Funguys 
under the Sticky field effect, which'Il pre- 
vent a phantom Confined inside them 
from slipping on the ice. Funguys like to 
throw characters off the map, so make 
use of the two Crystals featuring the No 
0.B. effect. 


This map isn't hard, but it can be annoying 
as the closest enemies to you are Funguys. 
The blue ones are easy to deal with, but 
the yellow ones are thieving fiends. They 
have a whopping 160 Steal rating, and 
love to swipe your equipment. It's best 
to kill them quickly. 


This map also introduces a few new 
enemies: the Blob, Mermaid, and Mer- 
man. Of the three, the Blob is going to 
present some problems; its DEF and 
RES are around 600, and even if you 
manage to damage it, it'll heal itself on 
its next turn. gn 


Way back in Episodes 3 and 4, you may 
remember a couple of stages where a 
few panels marked with red Xs blocked 
off part of the map. It's the same deal 
here, except that the panels are yellow, 
and they conveniently block access to the 
Lizardman on this map. It's a problem, 
since the Fish that generates the barrier 
is guarded by four Mermaids, and you 
have to either climb up to it or throw a 
character onto its ledge. 


Alternatively, you can just Confine a cou- 
ple of characters behind the barrier, and 
let them take on the Lizardman. 


Before you move Marona in that direction, 
Confine a few characters to the objects in 
front of the Fenrir so they can deal with 
it. Fighting the Mermaids is a bit more 
problematic, since they won't move, 
and can attack through the wall with 
their spells. They're also fond of 
healing each other. It's best to slide up 
to a Mermaid, attack, and slide away to 
avoid her reprisals. 


ed kn All the enemies on the largest “island” 
Sire it are covered by a No O.B. field effect, 
Jl and slowly which is generated by a Stone on the 


whittle away at 
its HP, or destroy 
the Crate that's 


giving it a No | 
0.B. effect. / 
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far side of the map. If that's a problem 
for you, you can get rid of the Stone 
on the first round with some precise 
sliding. “Ice skate” up to it, then toss it 
over the edge. 
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Ep En 8-3: 
Chet Malt is Shaken 


DEMONIS 


Although there are a lot of enemies on this 
map, they tend to attack in waves. If you buckle 
down, keep a defensive mind-set, and take on 
the monsters as they come, you'll do fine. 


Most of the monsters are on the other side of 
the wall, and will advance on you if you cross a 
certain point. Most of the objects you'll use for 
Confining have a Sticky effect; there are also two 
Crystals near Marona that provide No 0.B. 


The first group that'll attack will probably be 
the three Saber Kitties on the stairs off to 
Marona's right. Thankfully, they aren't as an- 
noying this time around. They aren't as fond 
of the Roundhouse throw, and they can be 
killed with one or two hits. 


Next, advance onto the wall and either the 
Funguys or the Merman will come after you. 
These Funguys aren't as likely to steal your 
equipment and the Mermen are too spread 
out to be a serious threat. 
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That leaves the Fenrirs and the Granny. Two 
of the Fenrirs will usually, and oddly, equip the 
third Fenrir and the Granny, so you're really 
only facing two of them. Take them out, then 
kill off their “weapons.” 


FROTECTIOH DATA 


Saber Kitty (x3)_ 

Funguy (x2) 

Funguy 
Fenrir (x3) 
Mermaid 
Merman (x2) _ 
Granny 
HAWitch 
HASoldier 


hk EN En OE j 


4 

2 

2 

4 

3 22 938 
3 

5 

Sd 

4 


In Frigidia, you'll spend a lot of time on icy terrain. 
While you'll find a lot of objects benefiting from Sticky 
field effects, you'll probably have more phantoms to de- 
ploy than Sticky objects to deploy them in, and Marona 
doesn't even have that option. 


Since it's got a wider area than other Frigidia stages, 
Demon's Grudge makes a great place to practice “ice 
skating” — the practice of using slippery terrain to cover 
vast distances with minimal Soda of dm. We 
mentioned it earlier, 
but this is the first 
Episode where it's 
tactically important. 


Whenever a charac- 
ter moves on slippery 
surfaces, he'll skid a 
certain distance be- 
yond his intended 
destination; how far 
you slide is determined by how far you moved, and how 
much of a slope the terrain might have. This applies 
to the Move command and getting knocked backward 
by a skill (i.e. Flying Bomb), but does not apply to any 
movement you make while you're holding down the ® 
button. (This is a major boon for spellcasters.) 


You can usually move on slick surfaces if it's part of 
an attack, but that depends upon other factors. If the 
ground is bumpy or 
if you have to jump, 
you're as likely to 
get hung up on a 
rock or something 
as you are to reach 
your target. 


To “ice skate,” move 
in short steps. Don't 
cover any more than 
one dm at a time, if you can manage it, and pay atten- 
tion to when you can use the Move command again. 
Often, a character’s menu will come back up while he's 
still in forward motion, enabling you to spend more 
dm to go careening in another direction. It's kind of 
like skiing, really, complete with the possibility of seri- 
ous injury. 


If you have to hop over something, place the Move 


ed The unconscious Meutral Witch lying amidst 
the Funguys can be a potent ally if you Re 
vive her, All three Funguys are feeding her 
Strengthen field effects, for a total of +609, 
(lt kind of makes you wonder how they took 
her down in the first place.) 


When she wakes up, she's going to be cranky. 
She’ll happily unleash Giga Ice on whatever 
enemies are within her range, but she's not 
going to be very particular about whether 
any of your characters are in the area, If gou 
reuive the Witch, step up your hit-and-run 
game, and skate away from an enemy after 
every melee attack, 


Incidentally, the unconscious Soldier near the 
back of the map isn't as handy to have around, 
The first thing he's going to do upon Revival 
is steal a weapon from the closest phantom, 


and then he'll go hide somewhere, Don't r | 
ward cowardice; leave this guy dead, 
Es % | 


|_cursor on its edge, take a running leap at it, and try to 
|_let your momentum carry you over the top. It's easy to 
overshoot your target when you're jumping, so keep as 
many dm in reserve as possible for when you land. 


Remember that a map’s ground conditions don't apply 
to the objects on the map. You can hop onto Rocks, 
Weeds, or characters without sliding off of them. This 
comes in handy on narrow paths like the one near 
your starting point on Subzero Field; have a few armed 
characters stand on the road, so you can jump onto 
their heads en route. 


Episode 8 8-3 (Second Visit): 
Count Malt is Shaken 
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Episode 8-4: 
Count Malt is Shaken 
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Episode 8-4 (Second Visit): 
Count Malt is Shaken 
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Yikes! The Golem is a level 36 boss mon- 
ster with insane attack and defense capa- 
bilities. He's also being Strengthened by 
50%, his Defense is doubled, and he can 
Warp around the map. That seal must've 
been shoddy. 


Your first order of business is to get rid 
of all his protection effects, by throwing 
the objects generating them off the map. 
In total, there are four Trees you need to 
get rid of. On the first turn, send Marona 
sliding around the map, using as little of 
her dm as possible, to get rid of the Tree 
generating Warp. If you don't destroy that 
effect now, there's a chance the boss will 
Warp next to Marona and kill her with 
one swing. 


Confine as many characters as possible 
to the objects that're under protective 
field effects. At least a couple of them 
should be unarmed, so they can go skat- 
ing around the map after the remaining 
Trees that're protecting the Golem, and 
toss them 0.B. 


Without his protective effects, the Golem 
isn't much easier. If you want to close to 
melee, slide next to him, attack, then slide 
as far away as you can. Use your most 
powerful attacks, and he should go down 
after five to ten hits. 
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In the wake of your scrap with the Golem, a 
pack of five Merpeople have moved into the 
neighborhood. Of the lot, the three Mermaids 
and one of the Mermen are armed with vari- 
ous Weeds, which are generating mild protec- 
tive field effects towards their wielders, while 
their leader is toting a GoldSpear. 


The general theme here is Speed; they have 
it, so you'd better have it too. Otherwise, at 
the end of Marona's turn, the forward unit of 
Merpeople is going to drop a fusillade of el- 
emental spells on you, and you'll die without 
getting the chance to strike back. 


Start off the round by Confining Ash and an 
Archer or Fenrir to the Crystals near Marona. 
With their opening Swift Attack, go dismantle 
the two closest Merpeople before they can 
cast Giga Ice a couple of times. 


The rest of this bout will challenge your 
ice-skating abilities. Confine your fighters 
with the highest SPD and RES, then send 
them sliding across the battlefield to chal- 
lenge the last three Merpeople. You're deal- 
ing with high-powered spellcasters here, 
so naturally, don't move your characters 
around in groups. 


Their leaders a standard-issue high-level 
brawler. He’ll usually open with Centrifugal, 
and having thus ditched his Spear, he'll press 
the attack with Psycho Counter. If you want 
the Spear, and you're willing to drag the fight 
out for another three turns, equip a Weed to 
a Bottle Mail before the fight, then Confine it 
to the Spear and send it slip-sliding away. 
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isode 9-1 9-t: 
El Duelists 


The battles in this Episode are, bizarrely, 
really easy and straightforward. On this 
map you have a group of Slimes under 
double Experience and Heal 20% effects. 
The latter won't do them much good, 
since even with it, you should be able to 
kill these Slimes in one or two hits. 


The Shades are nothing you haven't seen 


Episode 9-2: 
Del Duelists 
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This battle contains exactly the same type 
of enemies as before. They're spread further 
apart this time, which makes this map a lot 
easier than the last one. 


This time, it's the Mimics and Shades’ turn 
to have a double Experience effect. They've 
also got Strength +10%, but it doesn't re- 
ally matter. 


before, and they have a lot less HP than 
the Slimes. The Mimic, on the other hand, 
has high DEF but low RES, so a few spells 
should kill it easily. 


The only problem you might have comes 
from the Blob, with its high resistance to 
both physical and magical attacks. You'll 
probably have to exploit its elemental 
weakness to kill it. 


To make this battle even easier, take a 
look at the Blob's abilities. It's packing 
the first three Heal spells, and equipping 
it gives its wielder a sizable boost to DEF 
and RES. If you pick up the blob, you can 
walk right into the middle of a group of 
enemies and let them gang up on you. 
They can't so much as scratch you, and 
if your character’s any good with Healing, 
you can use the Blob's own spells to com- 
pensate for its trample damage. 
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The best course of action is to get a Witch 
within range of the Blob and kill it quickly. 
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Even though the Blob is sitting well behind 
the rest of your enemies, you can easily 
throw somebody over their heads to grab ' 
the dead Blob. Whoever's holding it is = 
nearly invincible. k = Lid sE 
en A nan. : 
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isode 9-3: 
El Duelists 


This is a really short episode for the game's 
halfway point. I guess this must be the 
halftime show. 


The monsters are a little stronger this time, 
so the Slimes will actually pose a small 
threat. They're powering up the boss with 
Offense, Defense, and Speed +10%. Even 
with those effects, the boss isn't much to 
speak of. Once he's in range, unload on him 
with your best skills, and he'll go down after 
four or five good hits. 


The rest of your opponents are the same 
monsters you've seen throughout this epi- 
sode, so you should be able to handle them 
easily. Yes, that did seem rather easy for a 
boss fight, and no, it's not over yet. 


When the boss gets back on his feet, he's 
literally invincible. Fortunately for you, 
you've got Raphael on your side. Let him 
distract the boss while you send phantoms 
after the three Cacti that're generating the 
invincibility effect. Once those are gone, 
Raphael will kill the boss in a hit or two. 


This fight marks the second appearance of 
the Heliotrope sword, but you should only 
steal it if you're powerful enough to take 
on the boss yourself. If you're a comple- 
tionist, a couple of level 44 Bottle Mails 
should be able to snag the sword without 
a problem. 


On your return trip, Wandering’ End will be 
populated by seven Mimics and a Blob, all 
of which are tougher than the rank-and-file 
monsters in the rest of the Episode. 
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Episode 9-3 (Second & Third Visit): 
Dual Duelists 
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If you're looking to run into a pack of pow- \ 
erful Mimics, then you're in luck. Theyare & 
apparently having a sock hop here at scenic sl 
Wandering's End, with a helpful Blob serving m4 
as chaperone. A group of four are sitting : 
directly ahead of your starting point, with 
three more and the Blob waiting across the 
bridge. 


Mimics have high HP, DEF and RES, but 
their turn only comes up once every couple 
of weeks. If they get the chance to coun- 
terattack, with Slime Drill or Blarney Drop, 
it! mildly annoy a fighter or nearly kill a 
spellcaster. 


The Blob is content to spend most of this 
fight as the monsters’ token healer, cast- 
ing Giga Heal on any wounded Mimic in its 
vicinity. If the Blob itself takes any serious 
damage, it'll either retreat to the pile of 
stones in the map’s corner and grab a Vase, 
or completely lose its mind and start throw- 
ing Heal spells on your characters. 


You should also check out the Treasure 
Chest behind the Blob, at the top of the 
pile of stones. Its title, Iron, is one of the = 
best you can get at this point in the game, en 
and you can steal this Chest as many times bk 
as you want. 


There really isn't much to this stage. Its 
utter lack of complications feels almost like 
a trap, but it's exactly what it seems to be. 
You'll need to use your most powerful tech- 
niques to do any serious damage to the 
Mimics, so this makes a great map for both 
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Episode 10-: 
Ë s Mischief 
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On a straight playthrough your characters 
will be around Level 22, but the monsters 
here are all very tough, and hover around 
Level 30. The maps are still doable at the 
expected levels, but they are very hard 
and grueling. If you want an easier time 
of it, we recommend that you get up to at 
least Level 30. 


It's time for a rude awakening. The Fenrirs 
are the fastest monsters in the game, and 
dish out moderate amounts of damage, 
while the Dragons are downright brutal. If 
you're going to survive this map, you need 
to take out the Fenrirs as fast as possible. 
If you can bring one down in one or two 
hits, you're as powerful as you need to be. 
Remember to exploit a Fenrir's elemental 
weakness; if a given wolf's resistance is 
at -50% or less, a Witch can usually kill it 
with one spell. 


There's a Trolly and a Rock next to Ma- 
rona’s starting point. These are the keys 
to winning. If you equip a Trolly, it'll give 
your character a Speed boost. On each 
character’s turn, pass the Trolly to the next 
phantom in line, grab the Rock, and use 
its Dodge Rock skill to inflict massive dam- 
age without the Rock's attendant Speed 
penalty. If a characters open to attack, 
have them hang onto the Rock to raise 
their Defense. 


Fenrir(x2) 28 2938 94 885 
Fenrir(x3) __ 1 30 3337 96 953 


As with the last map, the Trolly and the 
Rock can provide the keys to victory. This 
fight's a little easier, but not by much, as 
there's a mini-boss towards the back that 
you'll need to track down. 


Fight defensively, and let the monsters come 
to you; after a few turns, they'll advance in 
waves. Use high-Defense characters, like 
the Blacksmith, Owl Sentry, or Ash to make 
the most out of the Trolly/Rock strategy. 


The Lizardmen are a royal pain, as they 
have great movement, and can attack at 
long ranges to inflict massive damage and 
Paralysis. It's best to take them out first. 
Now, hold your ground and keep your 
enemies at bay with Dodge Rock and El- 
emental Magic. 


Defeating the Golem is going to be difficult, 
especially after he equips a Rock. Get it 
out of his hands somehow, by stealing it 
or using skills that unequip their target, 
before closing in for the kill. Just keep 
hammering him, but try to keep your dis- 
tance. Even unarmed, the Golem's attacks 
are powerful. 
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Episode 10-3: 
py s Mischief 
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This Episode gets a little easier here. The 
only enemies you really have to worry about 
are the two Fenrirs and the blue Dragon 
towards the back of the pack. If you want 
some extra EXP, kill the monsters on the 
right first; you can only benefit from the 
bonus effect on one enemy in each pair. 


There's no Trolly here, but you shouldn't 
need one. As the Fenrirs approach, kill them 
off, then take on the Ghosts. They’ll always 
try to exploit your characters’ elemental 
weaknesses, so check the Ghosts’ technique 
lists and only dispatch characters who're 
strong against each Ghost's spells. Dodge 
Rock will take the Cerberi apart. 


The Dragon's 
playing coy‚ so Á nf 
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a little like 
the Golem from 
Fierce Tyrant, 
but he's not 
in the same 
defensive 
league. His 
attacks are 
still danger- 
ous, so once again, 
play it safe by playing 
hit and run. 


Cerberus(x2) 1 29 3060 93 633 es 
CGhost(x2) 1 30 1854 96 673 Ghost (x6) (x6) zi 32 2187 102 756 
Fenri(x2) _ 2 31 3810 103 1062 Fenrir __5 36 6410 136 756 
Dragon 2 35 5793 116 1556 HellGorgi 3 36 6529 125 1287 

Dragon 4 36 6826 131 1794 
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Episode 10-4: 
Pts Mischief 


VANDKOLEIKE 


This map’s got an annoying layout, with 
monsters at all three corners of a very 
large battlefield. You can go about this in 
two ways: send one big group to go around 
the map in a circle, defeating each group 
as you go; or dispatch two small groups in 
opposite directions, then meeting back up 
at the Dragon, who won't have any Healing 
effects anymore. 


It's best to take the long way around, as 
most of your phantoms will be out of turns 
by the time they finish with the monsters 
at one end of the map. As long as Marona's 
following the big group, she can bring in 
new characters to replace the ones that 
disappear. 


As usual, go after rp 
the Fenrir first. Pal 
Take out 
the two 
Ghosts 
at each 
corner r 
next, hed 
then 
confront kh ; 
the Dragon. ze ke 

You might want 

to knock it off the map instead of defeat- 
ing it; while the Hell Corgi will gain a level, 
itIl still be the weakest of the three big 
monsters. 
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Episode 11-1: 
plrachse Saved? 
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Te 1-1 (Second Visit): 
Paradise Saved? 


{____Note: When you start Episode 11, 
| the Ee from Episode 6 will be locked off. 


This Episode is a return trip to Verdant 
Guardiana, and as such, its maps will over- 
write the cleared maps from Episode 6. 


In an interesting twist, your characters will 
begin this battle without any equipment they 
might have. It'll be returned to you after 
you clear the stage, but in the meantime, 
you'll have to rely on what's 
lying around. 


The enemies here aren't too 
bright. They won't pick up 
any of the objects here, let 
alone the weapons. Since 
they'll try and fight unarmed, 
you'll have the advantage. 
Just the same, take advan- 
tage of Marona and Healers’ 
innate curative skills to keep 
your characters healthy dur- 
ing the fight. 


Of your available weapons, 
Dodge Rock and a Brick's 
Debris attack do the most 
damage; Debris also has the advantages 
of a long range and wide area of effect. 


The Blacksmith is the strongest opponent on 
the map, so stay away from him. Dismantle 
his Fighter escort, then pummel him with 


$ Note: When you start Episode 11, 
{_ the stages from Episode 6 will be locked off. 


When you clear Cauldron's squad of 
Ravens out of Innocent Entry, another 
pack of monsters will move in. This time, 
it's a bunch of Fenrirs and Manticores, 
all of whom are under the influence of 
a field effect generated by the Treasure 
Chest in the middle of the map. If you 
can take one of them down, you'll rake 
in double the EXP and money, but the 
extra 30% to their Defense may make 
that difficult. 


As with Wandering’s End, this is a map 
where you can level up quickly, but 
you have to be powerful enough to take 
advantage of it. A group of 30th-level char- 
acters may find a decent challenge here. 


One good way of leveling here is to cre- 
ate a high-powered weapon that features 
a high SPD bonus and an area-effect 
skill like Geo Slash. With the monsters 
as tightly grouped as they are, you 
can usually tag at least two of them with 
such a skill. 


Another reason to come to Innocent Entry 
in Chapter 11 is to stock up on Rank-4 
titles. The objects scattered around the 
map boast an impressive variety of decent 
names, such as Bl. Belt, Xtreme, and—our 
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your makeshift weaponry. personal favorite —Erotic. 
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AFighter (x4) _ 3 30 2039 Os _617 Oltnticore (3) 3 31 3769 108 1178 


ÁFighter ___5 35 3310 133 889 Fenrir (x2) 3 _31 3991 108 112 
ABlacksmith 6 35 3448 138 92 OFenrir Leader 34 9208 216 2390 
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Note When you start Episode 11, 
© the stages from Episode 6 will be locked off. 


There are a lot of Fighters waiting for 

you on this map, and all of them are 

pe | packing some pretty good weaponry. 

| When you begin the stage, your biggest 

” problem will be the three Fighters to 

| Marona's right, since they can all hit 

more than one character at once. 

= Dispose of them quickly by disarm- 

ing them, then pummeling them with 

f hard-hitting skills like Dodge Rock. If 

eN you can lock these guys down before the 

spearmen get their second turn, you're 
doing very well. 


p | Take note of the objects with Speed 
| +50% effects on them. If you Confine 

| an already fast fighter to them, such as 
an Owl Knight, it'll help you get more 
attacks in between the Fighters’ turns. 
You'll need to take them out as fast as 
you can; Fighters are slow, but when their 
turn comes up,‚ they can dish out some 
serious pain. 


Don’t approach the Fighter and Blacksmith 
in the far corner until all the lesser Fighters 
have been defeated. They're both tough 
customers, but they won't come after you 
unless you get within their range. You'll 
probably have to crush them through sheer 
weight of numbers. 


31 2016 99 


1 
Ì ME U bah, ts Oseberkitiyhe3) 1 _ 31 2016 99 595 
AFighter(x8) 3 _ 31 2217 108 654 @Hellcorgi 3 _ 31 4435 108 981 
AFighter __ 5 35 3310 133 889 Fenrir 3 32 4330 112 1178 
ABlacksmith _ 6 35 3448 138 926 @igaBeast 3 32 481 2 1039 
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Episode 11-2 (Second Visit): 
Paradise Saved? 


| Naser Goren | 


When you return to the Mischief Gar- 
den on your second visit, you'll find 
a Giga Beast overseeing the reintro- 
duction of a few monsters into their 
natural habitat. Giga Beasts are rare on 
story maps, so if you're willing to run 
through this battle a few times, you can 
recruit one for your team. 


The string of Speed +50% field effects 
remains in place from your first visit to this 
map, so this is a good place to get some 
quick EXP and skill points for your slower 
characters. Confine your strike team to the 
objects near Marona, then soften up each 
of the monsters’ positions with area-effect 
skills before sending in the melee fighters 
for the kill, 


Unless you can kill the Funguys on the 
first round, before they have the chance 
to act, you're better off going into this 
stage unarmed. Otherwise, they're going 
to take away your most powerful weapons 
and shove them up your nose. 


Finally, the Giga Beast may pose a prob- 
lem unless you're of a comparable level 
to it. If it's weak against fire, you can 
strike at range with a few of the bet- 
ter Energy-based skills, such as Truth 
Lasher; if wind is its weak spot, use 
powerful attacks like Deadly Fan or Gale 
Slash. The basic idea here is to avoid 
getting within its reach. 
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Ep en 11-3: 
in Saved? 


í Note: When you start Episode 11, 
| the stages from Episode 6 will be locked off. 


You finally get to take a breather, since 
this stage is kind of like a bonus map. 
The two Putties in the middle of the 
map are surrounded, but before you 
got here, they disarmed all the Fighters 
and slapped them with an Experience 
x2 effect. Think of it as a bribe, so you 
have some incentive to not let the Putties 
die here. 


This is a straightforward brawl. The first 
two Fighters are close to your starting 
location and both have Rank 0 titles, so 
you can easily lure them over and knock 
them out. Move forward to engage the 
four Fighters surrounding the Putties. 
These four are moderately powerful, but 
since they're unarmed, they're easily 
defeated. 


With the Fighters down, you might want 
to kill the Putties, since it's hard to find 
these little guys after this battle. On the 
other hand, you did come here to save 
them, and it's not hard to create a Random 
Dungeon full of Putties, so go ahead and 
let them live. 


Finally, it's time to take on another Fighter- 
Blacksmith tag team. Again, they pack a 
serious punch, so disarm them before you 
proceed with the violence. 


- Kr 
The rant Giga j8 Beast appears 


here on)youry second visit 


AFighter __Ruined 32 218 10 63 
AFighter Useless 32 546 25 157 
AFighterlx4) 1 32 2187 102 630 


Blacksmith 6 35 3448 138 926 
HáPutty(x2) 1 26 1290 84 435 
@Manticore _ 3 31 3169 108 1178 
@Manticore _ 3 32 4089 112 1247 
@Manticore A 32 4275 17 1304 
Fenrir __ 3 33 4688 115 1245 
@CigaBeast 2 39 7686 129 1422 


FROSTECTIGH ie 


WE 


AFighter 2) Subtle 32 814 40 252 


AFighter (2) Elem2_ 32 2405 2 693 
AFighter 62) 3 32 2405 112 693 
AFighter 5 35 3310 133 889 
ABlacksmith(x2) 1 32 2187 102 595 
ABlacksmith _ 6 35 3448 138 926 


ADrab - 40 11742 126 2838 
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Episode 11-4: 
Pake Saved? 


GREENRPARADISE 


Note: When you start Episode 11, 


You'll cruise through most of this battle. 
Most of the enemies are total cannon fod- 
der, and they’ll only think to come after you 
once you get close, 


When you run into the mercenary leader and 
his henchmen, things will start to get inter- 
esting. Not only are they far more powerful 
than the mooks you've been fighting so far, 
but they're packing some powerful skills. 
The Fighters with knives can drop Hurricane 
Slash on you, but that's chicken feed. 


The leader's the one you have to worry 
about. He has a really vicious field attack, 
Mega Crocus, that can hit a group of targets 
from about 50dm away, for over 300 dam- 
age. You can't hide or run away from that 
kind of punishment, but he can only use it 
twice. Spread your fighters out to minimize 
the casualties, or send out a couple of sacrifi- 
cial lambs to trick him into wasting his SP. 


Once the boss has fired off his second spe- 
cial attack, close in on him and try to disarm 
him somehow. With his axe gone, the boss 
loses a lot of his power, and can be killed 
with ease. The same applies to his hench- 
men, who're packing some nice knives. Steal 
their weapons, then gang up on the Fighters 
one at a time for the win. 


While you're here, try and steal the Pumpkin 
near the boss. These things are rare, and 
have some useful skills. 


Move an Old Man or Granny Keres The bost 
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Episode 11-4 (Second Visit): 
Paradise Saved? 


Once again, Green Paradise is anything but. 
Reentering this map, you'll stumble into a 
confrontation between a number of large 
monsters and a quartet of Putties. The source 
of their disagreement appears to be the Ex- 
perience and Mana x2 field effects that each 
Putty is generating towards each monster. 


If you stay out of the way for the first few 
turns, the monsters will ignore you and lay 
into the Putties, who will obligingly die. Since 
this cuts the field effects, this is an undesir- 
able circumstance. 


Instead, Confine a few fighters to the De- 
fense +50% items near Marona and sneak 
up on the Behemoth and Hell Corgis. Use 
Flying Bomb or similar techniques to throw 
all but one monster across the map, so you 
can take them on one at a time. Since most 
of these monsters enjoy using fire-based at- 
tacks (ie. Burning Refuse), try not to send 
anyone into this fight whose Fire resistance 
is worse than 0%. 


This means that the majority of the monsters 
will come after you, with the exception of 
the Giga Beast. It'll remain focused on the 
Putties until all of them are dead, and only 
then will it attack your characters. While it's 
still very strong, you'll be able to put it away 
with minimal difficulty if you let it use up 
most of its SP on the Putties. 
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GREENRPARADISE 


Hell Corgitx2) 3 
@Manticore 3 
@Behemoth 3 
@GigaBeast 3 
HOatty 1 
HOPuttyShaman__ 1 
H@Putty Smith _ 1 
H@Patty Monk _ 1 
HOPutty Mage 1 


36 6529 125 | 
36 5550 125 1544 
36 4897 125 1716 
45 11767 155 1940 
39 3660 123 903 
_39 3660 123 903 
39 3660 123 903 
_39 3660 123 903 
39 3660 123 903 


32 2405 il2 693 
__3 38 6771 132 1136 


7 _Behemoth 38 5643 132 1722 


Episode 12-1: 
for Castile 


BIOODVAEORTRESS 


$ Note: When you start Episode 12, 
{_the stages from Episode 4 will be locked off. 


Episode 12 marks your second visit to 
the Isle of Healing Waters. 


Despite the ominous name, this is 

an easy fight, especially after the 
mercenary smackdown of the last 

Episode. Most of the enemies are | 
just low-level small fry, and even K 
the two “big” monsters aren't 

much of a threat. Since both Ei 
the Cerberus and Behemoth are 

slower than snails and won't ap- 

proach unless you get close, you 

can smack them both around with impunity. 
Who's next?! 


There are several Bricks and Pots lying 
around this map which may randomly have 
a couple of useful skills. The Pots may have 
a few levels of the multihit melee skill Clay 
Barrage, which isn't ordinarily available until 
a Blacksmith unseals it. The nice thing about 
this ability is that it inflicts Amnesia status 
on its target, preventing it from using most 
of its skills. 

The Bricks may have the Brick Mania attack. 
It's quite a bit more powerful than Debris, 
and inflicts a bigger Defense penalty, but it 
only hits one target. 

Both of these skills will help you take down 
the Behemoth, who's slow, but is still the 
biggest monster on the battlefield. 


re Use a Brick's skills to lower: the , 


Behemothsjhigh Defense 
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Episode 12-2: 
for ola 


WEVIIKS 


Note: When you start Episode 2, 
the stages from Episode 4 will be locked off. 


Ede 12-3: 
for Castile 


WEL VERDIJSY 


í the Ran from Episode 4 will be locked off. à 


This is just as easy as the last battle, but 
it's got a peculiar layout. Two sets of bar- 
rier tiles, in green and blue, split this map 
up into three strips, with Marona caught 
in the middle. Both barriers are set up to 
protect their sources, as are a number of 
the monsters you have to kill. 


This battle is a lot of fun. All the monsters 
have weakened Attack and Defense, and 
come with big Experience bonuses. Even 
better, Walnut will join you for this battle. 
Just Confine all the characters you can‚ and 
smash through the Summons. 


_—_ 
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The answer is, of course, to Confine a 
few characters straight through the barrier. 
Keep a Witch and a couple of Owl Knights 
with Marona, then drop some fighters on 
the other sides of the barrier tiles. The 
rest is simple violence. 


PROTECTION ee 
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If you can knock the Pillars out of the 
Summons’ hands, get Marona to Confine a 
character to them. They’ll be invincible. 


You can also help your comrades, who 
are fighting their way to get to the pil- 
lars, by using long range attacks to hit 
things on the other side of the barriers. 
Even displacement attacks, like Killer Spin, 
can vault a character through the barrier 
panels to the other side. It's quite wierd 
that you can use attacks to hit things on 
the other side, but thrown objects just 
bounce off an invisible wall when they 
hit a barrier panel. Oh, and before you 
ask, the Toss and Pass abilities won't go 
through barrier panels. 
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Summon(x6) 3 32 2405 112 693 
Summon 4 41 4803 148 1138 
Cerberus 3 38 6771 132 1136 
Behemoth 3 38 5643 132 1722 


Summon(x5) 3 33 2604 115 732 
Summon(x2) 4 41 4803 148 1138 
me vee DATA Summon 5 44 6045 165 1353 
HáWalnut - 30 5562 96 1683 
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Ep et 13-1: 
Once Feered Sword 
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Note: When you start Episode 2, 
© the stages from Episode 4 will be locked off. 


The boss here is a hell of a lot stronger than 
before. Most of his attacks are extremely 
powerful, especially Soul Burn, which does 
over 1000 damage! Ouch! 


Just to make things even more annoying, 
it's hard to move in this stage without being 
perilously close to the edge of the map. The 
Summons just love to throw your characters 
around, and it's highly likely that a thrown 
phantom will go 0.B. Fortunately, the Sum- 
mons are still really easy to kill. 


Split your force into three groups. Your 
main assault team should go straight up 
the stairs, dismantling anything that gets in 
their way, while you leave a couple of men 
behind to kill off the Summons to either side 
of your starting point. Once this half of the 
map is clear, go pick on the boss. 


This is another one of those slacker bosses, 
who won't mess with you until you come 
to mess with him. This means you can set 
up your phantoms for maximum impact the 
moment he gets into range. He's very fast, so 
he's likely to get at least three or four attacks 
off, but hell run himself out of SP doing it. 
Keep your Healers well away from him, but 
within range to drop a Revive on anyone who 
needs it… and someone will need it. 
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Note: When you start Episode ls), 
{the stages from Episode 2 will be locked off. 
É Stage 2- 3 will be closed permanently. 


The three monsters here are all at level 60, 
but are weirdly linked. Each of them have 
their stats lowered by 60%, with the other 
two monsters are each generating half of 
that field effect. When you kill one, you'll 
cut your victim's field effects, strengthen- 
ing both of the survivors. The last monster 
standing will fight at full strength. 


It's best to go after the Lizardman first. 
He's giving out EXP and Money bonuses, 
and unlike the Werewolves, can inflict Pa- 
ralysis. Once he's down, gang up on the 
Werewolves one at a time. 


When you return here, the enemies will 
be lower-level, and the Strengthen field 
effects will be gone. The downside is that 
you'll have to make do with 10% bonuses 
instead of doubled EXP and money. To get 
the most out of the bonus effects, throw 
the Werewolves off the map to level up 
the Lizardman. 


Bring a high-level object with you that 
lowers its user's Speed, then throw it to 
the Lizardman once you enter. Now you 
can use it as a quinea pig for skills that 
increase its EXP, Mana, and bordeaux val- 
ue, such as the Merchant, Fusionist, and 
Blacksmith's various Punches. When you 
kill it, you'll rake in the loot. 


LE 


Summon(x4) 3 35 3034 122 815 
| “Summon(x4) 4 38 3933 138 990 
| Summon(x2) 5 40 469% 151 1135 
\ ‘Cerberus ___3 36 5876 125 1029 
| AWraith Flexing 45 53490 352 11760 


Werewolf (x2) MiniBos 60 20950 223 3628 
lizardman _MiniBos 60 20950 223 3628 


Werewolf(x2) 1 48 9535 150 1918 
Lizardman 1__48 9535 150 1918 


@CigaBeast Flexing 45 26745 352 4410 
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Episode 13-2: 
Once Sacred Sword 


isode 14-1: 
Operation Desert Rescue 


SCWEETERIAND 


Note: When you start Episode 13, 
the stages from Episode 2 will be locked off. 
Stage 2-3 will be closed permanently. 


With so many monsters packed into so little 
space, and so few objects initially available 
for Confinement, this map can be a little 
overwhelming. 


At the start of the fight, the battlefield will be 
divided by a barrier. The Blob who's generat- 
ing the Keep Out effect will die on his third 
turn, owing to the Damage 40% effect that 
it's been saddled with. 


That gives you three turns in which to kill 
off as many Summons on your side of the 
map as possible. They’ll be busy trying to 
toss you off the map. Characters with Swift 
Attack are worth their weight in gold here. 


Once the barrier drops, the Summons wait- 
ing on the other side will cross over and join 
the party. This is where things get compli- 
cated, as there still isn't a lot of room to 
move and all the Summons want to throw 
you around. This is what we like to call the 
“mosh pit of the damned” scenario, and it 
is funny yet frustrating. 


You can buy yourself time by throwing an 
occasional Heal spell on the Blob. When the 
Summons on your side of the barrier are 
toast, let the Blob die and welcome your 
new friends with open arms. 


Finally, you'll find two more Summons wield- 
ing Rocks on the far side of the map. Once 
the barriers down, go deal with them via 
the usual one-two punch: disarm them, then 
beat them with large weapons. 
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Fenrir Subtle_ 16 A5T1 60 901 
Fenrir 2 48 12014 157 2366 
Manticore __Subtle 48 4322 60 954 
Manticore _1 48 10806 150 2386 
Manticore 3 48 11886 165 2624 
Healer(x2) _ 3 49 7390 168 1515 
Summon 3 50 7805 171 1574 


AES ll a, 
Summon(x9) 2 45 5616 148 1234 
Summon(x2) 3 46 6239 158 1347 

| Summon 4 AT 6910 169 1466 
| Blob _ 4 60 1338 213 695 
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At first blush, this stage may look a little 
intimidating, since the advancing monsters 
are sporting a Heal 20% effect. Ignore it; 
you can compensate for their healing with 
sufficiently harsh beatings, delivered by the 
fastest phantoms you can muster. 


As usual, the Fenrirs will lead the charge, 
and as usual, they're fully capable of tearing 
your characters to shreds. As usual, 
take them out first and do it quickly. 
The Manticores’ Burning Refuse attack 
is enough to justify making them your 
next priority. If you've got too many 
monsters on your hands, use skills like Flying 
Bomb to knock them away from you. 


Once you've disposed of the Fenrirs and 
Manticores, all you have to do is mop up the 
Healers and their Summon. It'll be faster if 
you pummel them with assorted weaponry, 
as they‘ve got abnormally high RES. 


Another way to dispatch the Fenrirs and 
Manticores is to equip a high-level Bone. 
It's not for you, though; it's for them. The 
more powerful a Bone gets, the more of 
an HP penalty it inflicts on its user. Throw 
it to the monsters, and their maximum HP 
will plummet, allowing you to kill them with 
one hit. 


Continue to throw the Bone to each monster 
in turn, weakening them and picking them 
off one by one. This is a high-risk tactic, 
since whoever tosses the monster a Bone 
will have very low HP at the end of their 
turn, but you can offset this by teaching your 
designated Bone-thrower the Heal spell. 


! 
Episode 14-2: 
Operation Desert Rescue 


U RTEREMRG SUN 


You'll start off stuck in the wolf's den, so to 
speak, imprisoned by barrier tiles with a high- 
level Fenrir and Manticore. Both monsters are 
helping to generate the barrier, so you'll need 
to defeat them both to escape. Try to avoid 
standing against the edges of the barriers, 

| as the Summons wandering around outside 
can hit you with normal attacks. 


As usual, when you need to kill something 
quickly, a high-powered elemental spell deliv- 
ered against an opponent's weak spot is the 
way to do it. This works wonders here, as the 
Fenrir and Manticore are both weak against 
magic, but you'll have to make sure the Witch 
stays alive until her turn. Try dropping Shield 
on her right after she’s Confined. 


If you want to play it safe, or at least safer, 
| against these two beasts, start by throwing 
the annoying Fenrir at the Manticore. One 
powerful monster is easier to take care of 
than two of them, and it'll make the Manti- 
core even more vulnerable to magic than it 
already is. Its Attack will climb a bit, but it's 
not drastically stronger than it was before. 


Kill the Manticore, and the Fenrir will have 
taken some damage as a result of the Man- 
ticore Guarding with him. This'll make it a 
little easier to deal with. 


When the big monsters are gone, the barriers 
will drop, and you'll have to mix it up with 
the Summons outside. You've got a few more 
handy objects in case you need reinforce- 
ments, but once again, keep away from the 
edges of the map. These Summons are just as 
throw-happy as their predecessors were. 


Episode 14-3: 
Operation Desert Rescue 


All enemies here give out double the Experi- 
ence, but almost all objects are Grounded. 
Any character Confined to a native object 
cannot move. The obvious solution is to de- 
stroy the object generating the Grounded 
field effect, but it's on the other side of the 
map, guarded by deadly Fenrirs. You'll either 
have to bring in a lot of your own Confine- 
ment objects, or figure out a way to knock 
that Cactus off the map on the first turn. 


Let's take the latter approach, just for grins. 
Make sure Ash (or some other high-Mv char- 
acter with Swift Attack) has access to the 
Delayed Strike skill, which can be unlocked 
in Bronze Swords, and equip Marona with 
an object to Confine him to. 


When the battle starts, get Marona as close 
to the center of the map as possible, so she 
can throw her object towards the Cactus. 
You'll need to hit the sweet spot here, so 
Marona throws her object as far as pos- 
sible while keeping it within the range of 
her Confine ability. Drop Ash into the thrown 
object, then Confine everyone you'll need 
into the items near Marona. 


On Ash's turn, move him on top of the 
strongest Fenrir, and use Delayed Strike to 
knock the Cactus off the map. He'll probably 
immediately get chewed up by the Fenrirs, 
but Ash did not die in vain. The rest of your 
characters can now move freely. 


With your biggest problem solved, your next 
task is to take out the Fenrirs. If you have 
to, toss them off the map. The Zombies are 
easy to beat, even if they do get a couple of 
extra levels from the Fenrirs’ 0.B. 


Zombielxi) 3 48 6992 165 158 


Summon(x5) 3 48 6992 165 1458 48 6992 165 
Fenrir A 54 18081 193 3231 Fenrir 5 57 21854 212 3733 
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Episode 15-1: 
Sienna's Request 


DIESEL EN 


Episode 14-4: 
Operation Desert Rescue 


You don't have much to work with on this 
map, but that's okay. Drab and his compan- 
ions are right in front of Marona. Use her 
Revive spell to get them back on their feet, 
and they!ll take care of business. For extra 
power, equip a nice Level 40 axe or sword 
on Marona, and throw it on top of Drab 
before you revive him. He’ll get up, equip 
the weapon, and go to town. 


All you have to do now is keep Drab and his 
goons healed while they fight this battle for 
you. Drab has only gotten more powerful 
since your scrap with him a few Episodes 
back, so this won't take any time at all. 


Eventually, all that'll be left of the monsters 
are a couple of shell-shocked survivors, sit- 
ting well behind what used to be their lines. 
Drab and company won't go after them be- 
cause they're too far away, so you'll have to 
punch their ticket. No big deal. 


ROSS 


Summon (x4) _ 
Summon (x3)__ 
Summon 

ÁSummon 
ÁSummon 
ÁSummon 
HAFighter 
HÁFighter 
HaBlacksmith 
HáDrab | 


1 Utara! 


55 11018 205 2053 
70 22231 270 3376 
45 5883 155 1293 
50 8160 179 1645 
55 11018 205 2053 
40 4305 138 1040 
45 6418 138 1040 
45 6686 176 1470 
50 21288 156 4293 


50 8160 179 164 


EE en (x3) 


Allanticore (x2)_ 
ASummon N 
@Merman (x2)_ 
OMermaid 
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This is one of the easier bonus maps late in 
the game. There are only six enemies here, 
sitting on a wide open plain. Take care of 
the Manticores first. The Merman is holding 
the Crystal that's generating this map's 
field effects, so leave him for last. 


Since that Merman's Crystal is slowing him 
down, you can use him as a “cash cow” by 
exploiting the various Punch abilities. Since 
these all have a slight knockback effect, 
you can keep the Merman stuck on the 
opposite side of the map. 


Equip the local Weeds to your Fusionist, 
Merchant, and Blacksmith, and they’ll be 
able to add bonuses to the Merman that 
much faster. They may even get through 
all of their turns before the Merman acts, if 
their Speeds are high enough. Now, choose 
someone to land the killing blow, and get 
all that extra EXP and Mana for himself. 


Episode 15-2: 
Sienna's Request 
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Another day, another vicious Fen- 
rir who needs to die right damn RK Ta 
now. Ordinarily, we'd tell youto + d 

just chuck him off the map is 
and be done with it, but 
no! Everyone here is under 
the influence of a No 0.B. 
effect, which is being gener- 
ated by the Crystal one of the 
Mermen is holding. 


If you want to destroy the Crys- 
tal, Confine a swordsman near the Merman 
and disarm him with a Hurricane Slash. The 
Crystal will slide off of the map on its own. 
The next time Marona gets a turn, grab the 
Fenrir and send him packing. Now make 
fishsticks out of the Merpeople, and this 
one's in the bag. 
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Merman(x3) _ 4 60 13384 213 2318 
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Knock, this Manticre off the map. 


Episode 15-3: 
Sienna's Request 


EROZENBEPANGEN 


There are a lot of places on this map 
where it's easy to fall off. Fortunately for 
you, most of the local Confinement ob- 
jects have a Sticky field effect on them, 
which’ll keep you from sliding around. The 
monsters have one of those too, which is 
coming from the Crystal in the mouth of 
the Manticore opposite Marona. Just to 
complicate their lives, Confine Ash to the 
Tree right in front of the Manticore and 
knock it off the map. 


Once you've got your enemies sliding 
around, there's a good chance some of 
them will misstep and go 0.B. In the 
meantime, you'll have to watch out for the 
Merpeople, who’ll pelt you with Giga-class 
attack spells. Set up a couple of Healers 
well away from the Merpeople as a trauma 
unit, so anyone who catches a Giga spell 
can retreat and get patched up. 


Whatever you do, don't destroy the Crys- 
tal that's generating your enemies’ Offense 
—-50% and Defense x2 effects. If you do, 
expect the body count to go up; you'll have 
enough problems with the Merpeople’s Giga 
spells without increasing their firepower. 


The Merman holding down the back of the 
map won't move unless somebody comes 
within his range. Be sure to Confine one of 
your fighters into an object that won't give 
him the Sticky effect, so he can “ice-skate” 
over to the Merman and back. 


Pa, a 
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Episode 15-4: 
Sienna's Request 


IEEDKSHADOM 


In this very special performance of “Phan- 
tom Brave On Ice," your mastery of “ice- 
skating” on slippery terrain will be tested to 
its limits. You'll need to be able to cross the 
map while using very little of your dm, and 
to be able to do so consistently. 


At the outset, Confine an Owl Knight to the 
Rotten Tree next to Marona, then send her 
skidding across the map towards the Trea- 
sure Chest. Confine five more characters 
here, one of whom should be Ash, to the 
Chest and the Defense +50% objects. 


Slide Ash towards the Summon carrying the 
Crystal, as it's generating the No 0.B. effect 
on all your enemies. Make sure that when Ash 

arrives, he's in position to disarm the Sum- 
| mon with a Hurricane Slash, and in so doing, 
send the Crystal sliding off the map. 


Next up, it's the Owl Knight's turn to play 
| shuffleboard. Skate over to the blue Sum- 
mon who's causing the Damage 10% effect, 
adjust the Knight's position, and knock the 
Summon off the map with a Flying Bomb. 
Line this shot up carefully, so the Summon 
doesn't get caught on any of the little out- 
croppings or walls when you throw him. 


Those are your two major obstacles. At 
this point, you can either mix it up with 
the Summons in a grand melee, or toss the 
rest off the map and gang up on the last 
one. The Summons’ strength comes from 
their numbers. 


Summon(x7) 6 67 19697 258 3106 

Summon__4 68 18878 241 2939 
| Summon__4 70 2042 248 3106 
| ASummon __Boss 80 77319 738 10458 


@Manticore _ Boss 80 131442 738 16824 


Episode 15-4 (Second Visit): 
Sienna's Request 


If you haven't spent much time with the 
Fusionist, now is the time to get to know 
her, because she's quickly going to be- 
come your best friend, Sorry, Ash. Not only 
can the Fusionist help your phantoms gain 
almost any skill in the game, she can also 
combine items together to make a custom=- 
designed superweapon, capable of striking 
down even the most stubborn boss. and 
the last few bosses in Phantom Brave are 
as stubborn as they come. 


GE 


When you’re making a superweapon, focus 
on SPD, as it's the most important stat in 
the game, Use your tfostest weapon as a 
base (Daggers, Ktnas, ond Dark Wpns work 
well; Ases do not), and combine it with 
whatever items you have handy, The Mer- 
chant is a good place to start, but since 
newly purchased weapons don’t have any 
Mana, it's not an ideal solution, Instead, 
send your Bottle Mail into the highest- 
level Random Dungeon you've got, and 
steal all the high-SPD, high-Mana items 
you can find, It doesnt really matter what 
type you use, since they’ll all be consumed 
in the fusion process, but Misc Weeds 
and Trollies will do the most to boost 
your weapon’s SPD, Bring your ill-gotten 
objects to the Fusionist ond slap them all 
together, Use any leftouer Mana to level | 
your uberweapon up, slap a decent title 

on it, and you’ll hove a game-breaking 
ubersword before gou know it, 


You can repeat this process tor all your 
phantoms’ weapons. Uberweapons are 
great for players who prefer a smaller, 
heavily armed group, since it lets you 
experiment with a wide variety of skills, 
If your style tends more towards unarmed 
combat, then two to four uberweapons 
should be more than enough, With all the 
Holding and Throwing tricks Phantom 
Brave has to offer, you can easily shore 
the weapons among the members of a much 
larger group, 


op bomer pare If: 


Incidentally, on uberweapon is also a great 
tool for leveling up, since it allows your 
phantoms to take on Random Dungeons 
with a much higher Enemy LV than they 
Island, There are plenty of objects with great titles could deal with by themselves, You shoe 


that’re just lying around, ready to be pd zut try to be at least 50th level by the 


Episode 16-1: 
Sibling Enmity 


DAMSOORCOMIE 


| Note: Episode 3 maps are closed for this Episode, 
{ but will return once Episode 16 is cleared. Episod 
{ 16 maps are removed from the list once it's clear 


For your first bout, you hold all the cards. 
The Scrabbits and Summons start off in a 
tight group, while all the Confinement ob- 
jects you need are right on either side of 
Marona. Make sure you Confine a Witch or 
Fusionist to one of the Flowers or Weeds. 


When you've brought out all your charac- 
ters, the monsters will make a beeline for 
any spellcasters they see. They won't be 
able to get close enough to attack on this 
turn, though, so take this opportunity to 
catch the Summons in a pincer attack. 


That'll just leave the Scrabbits, who're 
hopping about and occasionally grabbing a 
character for one of their trademark Round- 
houses. They're annoying, but there are only 
three of them. 


Serabbit(x2) 3 62 14005 zi 


Summon (x4) 
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Episode 1 16-2 


Sibling Enmity 


BAMBOONCOWS HE 


| Note: Episode 3 maps are closed for this Episode, | 
} but will return once Episode 16 is cleared. Episod: 
{16 maps are removed from the list once its cleared. ; 


The last map was just a warm-up. It may 
take you a few tries to clear this stage. 
The trick is to determine who the biggest 
threat is on any given turn, and whether 
he can be killed. 


You're further handicapped by the way the 
Confinement objects are arranged. They're 
not only very limited, but they're grouped 
together in different locations as far from 
each other as possible. 


All the monsters are also affected by Attack 
+30%, Defense —10%, and Experience x2 
field effects, all of which are generated by 
the Phonograph. That leaves you with a de- 
cision to make: do you destroy the Phono- 
graph? We'd say no, as you've been forced 
into a defensive role anyway. You might as 
well clean up on EXP. 


You need to deal with the three Ghosts 
immediately, followed by the Scrabbit 
who's equipped with a Fungus. If you've 
got a choice between the two, go after 
the Scrabbit, since it's easier to stay out- 
side the Ghosts’ attack range. With those 
monsters gone, the rest are cake. Make 
sure you bring in at least two characters 
who both know the Revive spell and are 
strong attackers. 
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| Note: Episode 3 maps are closed for this Episode, 
£ but will return once Episode 16 is cleared. Episod: 
{16 maps are removed from the list once it's clear 


This map may be a maze, but with a few 
phantoms who can attack at long range, it'll 
be over before you know it. 


Look for the three Skulls, as they're the 
source of the barrier panels. You'll probably 
need to get rid of the green barrier last; that 
Skull is just behind the red barrier. 


Start off by Confining your characters, and 
then toss the Notice Board off the map to 
get rid of the negative protection effects. 
Now, keep your distance and pick off the 
Summons as they come down the path. 
Odds are good that they'll never get the 
chance to attack you. 


The Shade will grab the Treasure Chest on 
its first turn, thereby boosting its Speed, and 
will proceed to use Giga Fire until it's out 
of SP. That makes it a threat, 

but it's got so few HP that Pad 
you can easily kill it beforeit + N 
becomes a serious problem. rd 
Do so, and stay away from ke kl 
the green barrier until it's L 
removed. ef 


Af 


Once all the Summons 
and the green barrier are gone, 
you'll just have to dispatch a 

couple of Mimics. 


3 63 14634 214 2432 
4 64 15974 227 2619 
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Mimic (x2) 60 18156 223 1935 Mimic 3) 
Shade 65 15655 241 3378 Mimic(x3) 6 64 22572 247 2218 
Hellcorgi 5 67 37819 248 4473 
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Ep en 16-4 
P Sting Enmity 


BAMSOORCOMOH 


The Hell Corgi at the far side of the map 
is another monster who's essentially glued 
to the floor. He won't bother you until you 
bother him. 


Each of the six Mimics are under Mana 
+30% and Money +40% effects, but they 
work in pairs. If you kill one of the Mim- 
ics in a set, you'll destroy the field effect 
on the other. Fortunately, they're also all 
being affected by negative fields, which're 
generated by the objects you're Confining 
phantoms into. 


When you get right down to it, this is re- 
ally a bonus map. The Mimics will pay out 
huge bonuses, they're weaker than usual, 
and they've got low RES. This is a great 
place to get skill experience for some of 
your attack spells. 


As for that Hell Corgi, forget about it. It'll be 
over in two hits; you hit it, it hits the floor. 


Note that on the red Mimics' side of the map, 
all of the objects will enhance a Confined 
phantoms! Attack, Defense, and Resilence. 
Make sure that any character you Confine 
over there is truly powerful, such as a 
50th-level Amazon with an equally potent 
weapon, because the Mimics will be hard 
to beat. 


On the other side of the map, you'll find ob- 
jects that increase Speed and Intelligence. 
The temptation is to Confine a couple of 
magic-users in that area, but the Mimics 
will make short work of them if they're 
given the opportunity. Unless you've got a 
mage who can kill the blue Mimics with one 
high-volume spell, keep her in reserve for 
the moment. 
| 


| Note: Episode 3 maps are closed for this Episode, | 
{ but will return once Episode 16 is cleared. Episode Í 
Í 16 maps are removed from the list once its deare E 


Ephade 16-5 
ei Enmity 


| Note: Episode 3 maps are closed for this Episode 
£ but will return once Episode 16 is cleared. Episod: 
{16 maps are removed from the list once it's clear 


Marona walks onto the map to find herself 
surrounded by Summons, with no handy 
Confinement objects to speak of. The clos- 
est item is a Seed that's at least two turns 
away from her. 


Before you start this fight, equip 
Marona with a Weed to boost 
her Speed. This'Il let her re- 
treat to the Boxes across 
the map. 


Once you've got a few phan- 
toms on the map, this be- 
ik comes one of the easier fights 
| in the game. Drop the Summon 
hiding among the boxes, 
then go after the others. 
There are only five of 
them, and they aren't 
much of a threat with 
a full corps of phantoms 
coming after them. 
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| Note: Episode 3 maps are closed for this Episode, | 
{ but will return once Episode 16 is cleared. Episode Í 
{16 maps are removed from the list once its cleared. 


Settle in for a long fight. The monsters here 
aren't much to speak of, but this is a huge 
battlefield with a sparse population. 


On Marona's first turn, head straight for the 
five Confinement objects nearby. It'll take 
you about two turns, and during that time, 
the blue Summons will be destroying the 
Vases that're powering the barrier panels. 


Confine a few fighters, but keep your best 
characters in reserve. By the time your 
phantoms can act, the barrier will be down 
and you'll have a gaggle of blue Summons 
coming after you. You'll have just enough 
time to take them out before another wave 
of brown Summons arrives, one of whom 
is carrying a Treasure Chest. Kill the latter 
Summon first, so you can use its Chest to 
Confine a sixth character. 


While you're bashing Summons, try not to 
get too close to the Corgis or the Behemoth. 
You're better off fighting those three one at - 
a time, using Ash or a powerful fighter such 
as an Amazon. 
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Episode 17-1 
Shadow Resurrected 


| Note: Episode 17 maps will be closed whet 
4 you're instructed to return to the Island of 
Evil for Episode 18. 


Be very well prepared before you start this 
Episode. Make sure all your characters and 
items are above Level 50. From here to the 
end of the story, there are fifteen battles to 
be had on the Island of Evil. 


This first stage is a bit problematic. There are 
only three Summons here, each equipped 
with weak weapons. Since the three Sum- 
mons are the source of the Unarmed effect 
on all objects lying on the ground, you can't 
bring any of your weapons into the fray. 


There is a way around that rule, however. 
Have Marona bring in an object with decent 
Confinement defense against Wind, and put 
Ash in it. Since you're going to be using 
objects for your weapons, confine an Owl 
Sentry or Blacksmith to the Stone, a Healer 
to the Driftwood, and a Witch to the Starfish. 
Have Marona steal the Book from the Sum- 
mon, and on her next turn, give it to the 
Witch. The Healer can use the Dead Tree 
near her as her weapon, and the Owl Sentry 
or Blacksmith should use the Rock's Dodge 
Rock ability as his attack of choice. 


Now that you've got the Summons 
outnumbered and outgunned, you should 
win easily. 
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aje Harona bring an object that Il 
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_Rew or ue Lost 


{ you're instructed to return to the Island o 
Evil for Episode 18. 


The En, and Lizardman, 2 ais 
selves, make this a challenge. You'll be- 
gin the stage closer to the Behemoth and 
Cerberus, so go after them first. Confine 
Ash nearby, so he can knock the Summon 
off the map and get rid of your enemies!’ 
enhancements. 


Use a press gang of powerful attackers, 
like Owl Knights and Amazons, to surround 
and beat down the Cerberus. Once it's 
gone, dispatch the Behemoth with spell- 
casters. 


That was just a warm-up. The Dragon and 
Lizardman are next. Naturally, don't fight 
them both at once, as they can both kill 
one of your characters in a single hit. Keep 
a few Healers towards the back of the fight, 
and try to dispatch the Lizardman first. 
Once it's dead, use hit-and-run tactics to 
whittle away at the Dragon's HP. 


Finally, go kill that scared and lonely Sum- 
mon, who's been hiding in the back all 
this time. 


Take note of the Rock near the Behemoth's 
group. It's got a DEF of nearly 1000, and 
can be an extremely potent weapon. Equip 
it, and you'll have a much easier time dam- 
aging the Dragon. 
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Shadow Resurrected 


| Note: Episode 17 maps will be closed when | 
| you're instructed to return to the Island of | 


Evil for Episode 18. Í 


Three sons are carrying a Skull and two 
Bones. If they get an attack off, they can do 
some serious damage, but their weapons come 
with heavy HP penalties. Try to kill them all 
before they get a turn. 


é Note: Episode 17 maps will be closed when 
j you're instructed to return to the Island of 
Evil for Episode 18. 


As usual, keep your eyes on the Funguys. 
They're all excellent thieves, and love to 
use your own stolen equipment against you. 
There's also a Fenrir to worry about, but it'll 
sometimes reduce the threat it poses by picking 
up a Rock, reducing its Speed. 


Otherwise, let the demons come to you. They're 
too spread out to be a serious problem. If the 
Ghost starts to get a little too close, send it 
back the way it came with a Drill Kick or Fly- 
ing Bomb. 


The pink Summon at the edge of the map is 
just begging to be pushed off. You might as 
well do that, then take on the Cerberus. Kill the 
Funguys before they can rob you blind; if they 
toss your weapons off the map, grab the equip- 
ment scattered around the Treasure Chest. 


If you want to make this battle even easier, 
there's a Fish on the far corner of the map with 


mr an Invincibility effect. The problem isn't get- Now, it's d dnel 
é es fi ‚it's you and your crew vs. a surprisingly 

Ke | ang here, though, is getting there before the docile Fenrir and four vastly outclassed Sum- 

pr fights over mons. I think you might win. 

Le] Be careful not to advance on the Fenrir too 

soon, or it won't bother to grab the Rock. If this 

Le | alie: AS EU AE a happens, get someone to forcefeed the Rock to 

m Summon (x2) 64 15974 227 2619 the Fenrir by throwing it at him, thus negating 

mi Summon (x3) 64 16669 237 2733 his enormous Speed advantage. 
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| Note: Episode 17 maps will be closed whe 
you're instructed to return to the Island of 
Evil for Episode 18. 


As nos as that pink Summon is Sn: none 
of your opponents can fall off the map, and 
they can all skid very long distances. 


You'll start off near a handful of Confining 
objects, including a couple of handy Bombs. 
The Summons’ Slippery effect is their best 
friend and worst enemy, since it lets them 
cross the map almost instantly, but it also 
means that they'll go flying if you look at 
them funny. 


Think of this as a game of full-contact 
shuffleboard. If you use skills that inflict 
Knockback and set up your shots right, 
none of the Summons can get anywhere 
near you. They’ll fly off into the far corners 
of the map and come running back your 
way, only to get nailed again. If you've 
got a weapon with the Geo Slash skill, it's 
incredibly effective here. 


The Summons will frequently slide off the 
edges of the map as they try to move. 
Keep your characters away from the edges 
of the battlefield whenever possible, as a 
Summon might unexpectedly wind up next 
to them. A Summon may continue sliding 
even after the end of its turn, so listen for 
the characteristic sound effect that comes 
with a character being beamed back onto 
the map, and check the area to find out 
where that Summon wound up. 
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Island of Evil for Episode 18. 


much like the bout at the end of Episode 
7. It'Il be harder this time, as there's now 
a Damage 20% effect on most of the ob- 
jects on the map. On top of that, most of 
the objects near Marona's starting point 
will Weaken a Confined phantom by 20% 
and drop their Offense by 30%. 


Equip Marona with an object that provides 

a Confined phantom with high Fire resis- 

tance, Attack, and Defense, then Confine 
Ash to it. If he's at level 55, wielding a sword 
of roughly the same level, this'Il be over be- 
fore you know it. 


Confine a few weaker characters near 
Ash. Walnut will predictably attack them 
instead of Ash, which leaves him wide 
open for a few Hurricane Slashes. 


A Changebook has appeared on this 
map, in the same place that the Egg was 
in Episode 7. If you want it, you'll have 
to get it the same way you got the Egg, 
by throwing Marona onto the island. 


If you return to this map before the 
start of the next Episode, you'll find 
it's one of the best story maps to hunt 
Giga Beasts. The catch is that the next 
Episode also takes place on the Island of 
Evil, so once Chapter 18 starts, you can't 
come back here. 
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Your rematch with Walnut plays out 


Episode 18-1 
Battle Plan 
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Note: Episode 7 maps will be dosed of once 
í you're instructed to return to the Island of Evi 


This fight plays out like the first battle in 
Episode 17, on the same terrain. Between 
then and now, somebody has dropped a new 
Fish on the battlefield, and it's generating an 
Unarmed effect towards every object on the 
map. Thanks to two of the Ghosts and one 
of the Summons, the Fish is also Invincible, 
Resistant, and immune to 0.B. 


It's tempting to build a strategy around 
destroying the Resistant effect on the Fish, 
then using it to Confine a character. One of 
the Summons will almost always start the 
fight by grabbing the Fish, which messes 
up that plan. 


Instead, focus on getting rid of the Ghosts, 
who can do a thousand points of damage or 
more with their Omega spells. If you bring 
in a good Confinement object for Ash, he'll 
get a free shot at killing at least two of the 
Ghosts before they can move, preferably 
the ones who’re providing the Fish with its 
invincibility. 

With them gone, Confine a few more char- 
acters, equip them with battlefield objects, 
and send them out to destroy the remaining 
monsters. 


_70 22231 270 _4051 
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Note: Episode 17 maps will be closed once 
} you're instructed to return to the Island of Evi 


Because you just can't keep a giant patricidal 
skeleton down, it's time for another battle 
with Wraith. The good news is that his back- 
up consists of a single Ghost and a Summon, 
so you've got him outnumbered. 


The bad news is that Wraith has got a num- 
ber of protection effects going, including 
an Avoided 15dm. That works both for and 
against you, as you can't get close enough 
to use your best melee attacks, but nei- 
ther can Wraith. The only skill he's got is 
Vortex, which does heavy damage to any 
targets in the area, but he can only use it 
a few times. 


Here's the plan: knock out the Ghost and 
Summon, then destroy all the items that're 
giving Wraith his protective effects. Leave 
Avoided 15dm intact. Now, gang up on 
Wraith from a distance, using long-range 
skills and spells to whittle away at his HP. 
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arrior’'s Bonds 


Now that is a lot of Manticores. Fortunately, 
most of them are Rank 0, and the rest are 
Rank 3, so they're much weaker than their 
levels would seem to indicate. They’ll also 
equip themselves with Rocks and Crystals, 
which’Il slow them down. Otherwise, they’d 
probably overrun your position. 


Just the same, keep the Manticores off 
of you by using wide-range skills like Geo 
Slash, which can inflict Knockback on mul- 
tiple enemies, or use Omega-class spells 
to thin the herd. If a Manticore's Rock or 
Crystal is increasing its Defense to the point 
where it's hard to damage it, disarm it or 
steal its weapon. 


The bonuses on this stage are nice, but 
they aren't anything you should focus on 
getting. 


To make the sheer number of these mon- 
sters easier to handle, try throwing a Man- 
ticore to one of his unarmed buddies. The 
second Manticore will equip the first one and 
won't let it go until it's been killed. That's one 
less monster to worry about when you're 
being swarmed. You can deal with it 

later by having another 3 
monster hold onto 
it for you. 


This isn't going to be easy. You're up against 
another pack of high-level Manticores, and 
they've got better titles than the last batch. 
This wouldn't be a serious issue, except that 
there are only three objects on this map. One 
is the Flower near Marona, and the other two 
are surrounded by Manticores. 


Equip Marona with a Confinement object 
before you enter this map. It needs to pro- 
vide excellent modifiers for Attack, Defense, 
Speed, and Fire resistance. Further, make 
sure that whoever you intend to Confine 
first has high innate Speed and is armed 
with a powerful Knife. You need to be as 
fast as possible. 


On Marona's first turn, throw her item so 
it lands just outside the monsters’ attack 
range, but don't Confine anyone yet. If you 
wait a couple of turns, the Manticores will 
start picking each other up, which reduces 
the number of enemies you have to fight at 
once. Once they've got each other nicely 
in hand, drop your first character into the 
item you threw. 


For the first few turns, this character’s virtual- 
ly on his own. Use Marona's Healing spells to 
keep him on his feet while he dispatches the 
Manticores. If he needs the backup, slowly 
move Marona within Confinement range of 
the other items on the map, then unleash 
a couple of Amazons or Owl Knights while 
the Manticores aren't paying attention. Once 
your characters!’ turns are used up, Confine 
another character to the objects they were in, 
so the new arrival will immediately equip the 
weapon the first phantom dropped. 


Episode 19-2: 
Possessed 


Vian @f WEA 
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Manticore(x4) 3 79 46531 267 6737 


ze dh U an, 
Manticore __ 3 _ 71 34587 240 5494 
Manticore{x9) 3 72 34954 244 5643 
Manticorelx2) 6 67 33485 258 5591 


te | MAA +80 
== ET AD 


ATA 


That Flower is the only Confining object, you 
Cânjusessojbring|injsomething;more: SicaLTef 


Dont confine a character. to these objects as 
they, lygetjajlot lessBonus, EXPsaftersthe; battle: 


FR 


nde 20 20- 


iss 19-3: 
arrior’'s Bonds 


MORTANIG MS EN 


ú j This is a large map with a lot of roads, but 
ne ed there aren't enough enemies to really pose 
a threat. They're spread out in pairs, way too 
far apart to back each other up, so you can 
easily take them on two at a time. 


After those last two stages, this one's kind of 
an anticlimax. Once again, your crew is up 
against a vastly overmatched herd of high- 
level Summons. The only one who might 
pose a threat is the Elite. 


Create two groups of phantoms, with at least 
three characters in each squad. One should 
be a Healer or similarly-equipped support 
magician, while another needs to be a fighter 
Confined to a Permanent object. 


One thing you should note about this map 
is the presence of the powerful Permanent 
protection effect. If you Confine a phantom 
to a Permanent object, the phantom can 
stay on the battlefield indefinitely. 


Down in the corner of the battlefield, tucked 
away from the Summons’ main force, are 
two more Summons. One of them is hold- 
ing a Cactus with a Rank-6 title that's being 
targeted by a Strengthen +40% field effect. 
That Cactus is just begging to be stolen, but 
it's fragile. Steal it from the Summon, rather 
than using Hurricane Slash to knock it out of 
the Summon’s hands, and Confine a Bottle 
Mail to it. Now you can use that Rank 6 title 
for one of your own characters. 


Send one group straight ahead, and the other 
down the path to Marona's left. Eliminate the 
Dark Knights as you go, and eventually, your 
teams will meet back up in the darkened sec- 
tion of the map. There are two more Knights 
waiting for you, and they've been passing the 
time by casting Braveheart on each other, so 
they can do more damage than the rest. Keep 
your HP up to guarantee a win. 
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You might be in trouble. Dark Knights aren't 
exactly pushovers, and their leader, Dark Ra- 
phael, has an amazingly high Speed. What’ 
save you, yet again, is that they're waiting to 
see what you do before they attack. 


Equip your characters with powerful, high- 
level weapons to boost their Attack and 
Speed. We recommend that you level a 
few decent Swords and Knives up to around 
Level 60. 


As usual, Confine your characters to objects 
with decent protection effects, then move 
them about halfway up the staircase in front 
of you. This'Il draw the spearmen into your 
attack range. If they swarm you and you're 
getting overwhelmed, use powerful knock- 
back skills (i.e. Geo Slash) to buy yourself 
some breathing room. Don't hold back 
against the Dark Knights, but save some 
SP for the showdown with Dark Raphael. 


If everything's gone your way, you'll defeat 
the Dark Knights without getting Dark Ra- 
phael’s attention. Move your army forward to 
stand between the two sets of stairs before 
you take him on, and when you have the 
chance, disarm Dark Raphael. You can steal 
his Heliotrope to complete your collection. 


Also note that there are a couple of uncon- 
scious Knights here on this map. To create 
Knights of your own, you'll have to Revive 
these guys, then knock them out yourself. 


70 53355 216 8103 


Li This is it: the final map, where you'll fight two 
battles back-to-back. Both your characters and 
weapons should be around Level 65, with the 
highest possible ranks. Equip your characters 
with weapons that provide nice high Speed 
bonuses, such as Weeds and Knives. 


RounD 1: Dark SPROUT 


Your first battle is a straightforward match with 
Dark Sprout. On top of Sprout's already im- 
pressive stats, he's equipped with the powerful 
Shiva, and benefiting from Speed, Attack, and 
Defense +60% field effects. Since Sprout's so 
ridiculously fast, start by Confining all your 
most powerful characters to the objects in the 
circle. Make sure a couple of them have high 
Speed (Amazons or Owl Knights equipped with 
Knives, Shortswords, or Weeds), so they can 
reach the Crystals generating Sprouts Offense 
and Defense +60% effects. 


On Ash's turn, destroy the Crystal in front 
of Marona to end the Speed +60% field ef- 
fect. You can't just toss it O.B., so you'll have 
to break it. Afterwards, move Ash between 
Sprout and Marona to run interference; other- 
wise, Sprout will head straight for her. 


After Sprouts turn, destroy the other two 
bonus Crystals immediately, then Confine as 
many characters as you can. Don't forget to 
mobilize a couple of Healers, to patch up or 
Revive any fallen fighters. 


Now that Sprout's been weakened, start 
pelting him with Hurricane Slashes. If you're 
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lucky, one of them will knock Shiva out of 
his hands, which'll limit his offensive options 
even further. Continue to press your attack, 
and try to stay out of his attack range if at 
all possible. Even weakened and disarmed, 
Sprout's still a threat. 


As an added bonus, once he's been disarmed, 
Sprout won't even try to reclaim Shiva. You 
might as well take it for yourself, by Confining 
a Level 59 Bottle Mail to the sword. 


ROUND 2: SULPHUR 


If you thought Sprout was too easy, here's 
the challenge you were looking for. Sulphur’s 
unbelievably powerful, and when he attacks, 
your characters die. If one survives, it was a 
fluke, and you should be thankful. 


Sulphur specializes in attacks with an ex- 
tremely wide area of effect. He uses custom- 
designed Omega spells with larger areas of 
effect than yours; a single Omega spell will 
inflict around 1000 points of damage to a 
character with 0% resistance. His other attack, 
Terminate, hits any- and everything within 
24dm of Sulphur, and can do as much as 7000 
points of damage! 


Just to top things off, there are four Crystals 
on the map, each of which are feeding Sulphur 
Invincibility effects. Obviously, those have to 
go. Are you ready? 


On Marona's opening turn, Confine no more 
than four phantoms. Drop Ash next to the 
Crystal on Marona's far right, so he can de- 
stroy it, then get a head start on breaking the 
Crystal behind Sulphur. 


Confine two more high-Speed fighters next 
\ to the last two blue Crystals, so they can be 
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smashed as soon as possible. We recommend 
you use an Owl Knight and an Amazon. Finally, 
bring out a Healer using one of the Flowers 
near Marona. 


On Marona's second turn, start Confining your 
strongest characters in anticipation of the de- 
struction of the final blue Crystal. Positioning 
will become vitally important, as you've got 
to keep your characters spaced out in such a 
way that they're as far away from Sulphur as 
possible, while still being able to attack him if 
he moves in any direction. le 


Dispatch your healers to the opposite ends of 

Sulphur’s movement radius, so they can cover 

all the characters in their range as well as each = 
other. If you've got two healers, they should 
be like two points on a line running tangent 
across Sulphur’s movement radius; if you've got 
three, position them like points on a triangle. 
Use the map's overhead view to doublecheck 
on your positioning. 


The idea here is to force Sulphur to have to 
choose which group of characters he'll hit 
with an Omega spell, and to make sure that 
any group of characters he destroys can be 
instantly Revived. You should always Revive 
characters as a group, but if you can only bring 
one back, target unconscious Healers, followed 
by whoever's fastest. ee 


Whatever you do, don't get too close to Sulphur. 
If you do, he'll use Terminate, which'Il wipe out E 
any characters within its range regardless of 
their level or statistics. If too many characters 
get Terminated, you'll have a very hard time 
recovering. 


Therefore, don't hit Sulphur with any attacks 
that! leave the attacker within Terminate's 
range. Hit-and-run works well for highly mobile characters like Owl 
Knights; otherwise, use skills that inflict Knockback. The advantage 
to the latter is that you'll not only keep Sulphur the hell away from 
your characters, but it's a good way to knock him towards another 
fighter, who can then knock him even further back. If Sulphur 4 
is bouncing from phantom to phantom like a pinball, he's not 
setting up for Terminate. 


If a spellcaster has a moment to spare, cast Braveheart on your 
fighters to maximize their damage potential. This is especially 
potent when combined with Ash's Sacred Vow. 
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A Speed Walkthrough for Phantom Brave. 


This walkthrough will show you how to clear the main 
story as quickly as possible, while still obtaining all of 
the rare and unique items along the way. This is mainly 
a commando mission for Marona, so she just needs a 
good weapon, and an occasional helping hand from her 
phantoms. 


Making the Dark Wpn 


Since Marona is, to say the least, not a combat ma- 
chine, you're going to need to seriously boost her stats. 
The best way to do that is with a powerful, custom- 
made weapon. 


Here's what we want to end up with. The skills you'll 
need are listed on this table, along with the weapons 
where they can be found. 


Empath Dark Wpn 


SPD %: 100 

SPD: 4500+ 

ATK: 5000+ 

Skills Weapons 
Burst Dark Wpn 
Fire Slash Dagger 
Top Spin Dagger 
Geo Slash StoneKnife 
Chi Chopper SacredSwd 
Lightning Spear __DragonSpr 


You don't consciously have to build up ATK, but if you 
follow this method, you'll end up with over 5000. SPD 
is the most important stat. If it's high enough, most of 
the enemies will never get a turn. 


The skills listed are all Energy skills, since Marona's 
Energy proficiency is slightly higher than her Physical 
proficiency. Use Burst unless there's a group of enemies 
you can take out with a multi-target skill. 


Obviously, to make this weapon, you'll need a Fusionist 
; and a Blacksmith. 
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ik, 00:03 Tutorial 1 complete 
00:05 Prep 1 complete 
00:12 Prep 2 complete 
00:18 Prep 3 complete 
00:30 Prep 4 complete 
00:41 Prep 5 complete 
01:48 Dark Wpn complete 
01:51 Episode 1 complete 47/44/ Bil * 
01:56 Episode 2 complete S1/44/10/14 
02:03 Episode 3 complete 54/44/1116 
02:13 Episode 4 complete 54/52/15/20 
02:20 Episode 5 complete S8/55/19/24 
02:27 Episode 6 complete 62/60/23/27 
02:37 Episode 7 complete TO/60/32/29 
02:46 Episode 8 complete 7T5/60/35/32 
02:52 Episode 9 complete T5/60/42/34 
03:00 Episode 10 complete 75/60/4737 
03:04 Episode 11 complete 75/60/51/40 
03:10 Episode 12 complete T5/60/56/03 
03:12 Episode 13 complete 75/60/59/44 
03:17 Episode 14 complete TS/GO/GE/A6 
03:21 Episode 15 complete 75/60 74/08 
03:31 Episode 16 complete 75/60/8652 
03:41 Episode 17 complete 7T5/60/92/54 
03:42 Episode 18 complete 75/60/94/55 
03:47 Episode 19 complete T5/60/99/57 
04:11 Clear Game save 


The Rest of the Army 

Our secondary goal is to get all the rare and unique 
items, so we're going to need to train a Merchant up to 
level 75, and a Bottle Mail to level 60. 


Ash and four Archers will also be useful in some 
battles. 
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Dungeon Crawling 


Most materials for building up your superweapon'’s stats 
will come from Random Dungeons. You'll usually want 
to apply the Failure title to your Dungeons, so that you 
can handle enemies three times your level. An ideal 
Dungeon has high Enemy LV, Few enemies, and a small 
area. 


Always have the Bottle Mail gather one item per floor. 
These can be sold for money, farmed for Mana, or used 
in combinations to build stats. Remember that confined 
characters get EXP based on the level of the items 
they're confined to, so drop your low-level characters 
into high-level items. 


Thankfully, the Failure title won't apply to the Dun- 
geon'’s items. As usual, to clear each floor in a hurry, 
toss most of the enemies 0.B., then kill the last one as 
fast as you can. 


The First Steps 


Start a new game. Before we really crack into the 
story, we're going to take the steps we need to make 
Marona's Dark Wpn. 


e Get the hidden 500 bordeaux, Changebook, and 
Bottle Mail on Phantom Isle (see page 150) 

e Go through Tutorials 2, 3, and 4. Use the Bottle Mail 
to get the Snakish on Tutorial Map 3. 

e Buy a Lv 2 Dagger and equip it to the Merchant. 

e Buy a Lv 2 StoneKnife and equip it to Ash. 

e Keep going through Stage 1-1 until Ash is at Lv 4. 

e Make a Dungeon Monk. 

e Make a Dungeon with an Enemy LV of 3 and Feeble 
enemies. 

e Enter the Dungeon, kill a Titlist, and Return to 
Phantom Isle. 

e Create a Titlist. 

e Make a Dungeon with Female enemies at Lv 15. 

e Apply the Failure title. 

e Kill an Archer and a Fusionist. 
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e Complete and exit the Dungeon to build EXP for the 
Dungeon Monk, Merchant, and Bottle Mail. 

e After you clear the Dungeon, create a Fusionist. 

e Get your Merchant, Bottle Mail, and Dungeon Monk 
up to around Lv 25. Restricted Dungeons work best 
for this, because they give higher bonus EXP. 


Creating the Dark Wpn 


Now you're ready to make Marona's sword of doom. A 
Dark Wpn starts with an ATK % of 100, and a SPD % of 
70, which makes it a perfect starting point for this proj- 
ect. Buy one from the Merchant, at the lowest Lv you 
can get. Lv 15 will work, but 10 would be even better. 


Place the Default title on the Wpn, so you can get an b 
accurate idea of what its base stats are. 


Next, save your game. Stop by the Dungeon Monk, 
make an unrestricted Random Dungeon with Lv 80 en- 
emies, and, of course, stick it with the Failure title. Drop 
by the first stage of your new Dungeon and take a look 
around; if it doesn't have Weeds and Misc Weeds for 
you to steal, reload your last save and try again. 


A good way to gather items from Random Dungeons is 
to equip Marona with her Dark Wpn, Confine the Bottle 
Mail to the object you want, and throw him the Dark 
Wpn. You can run down his turns faster that way. Just 
remember to throw Marona the Dark Wpn on the Bottle 
Mail's last turn. 


You need these Weeds to raise your Dark Wpn's base 
SPD percentage to at least 85%. Steal at least seven 
of them, then fuse them with each other and with the 
Dark Wpn according to the chart below. 


Dark Wpn 70 + Weed 70 = Dark Wpn 75 
Weed 70 + Weed 70 = Weed 75 
Dark Wpn 75 + Weed 75 = Dark Wpn 80 
Weed 75 + Weed 75 = Weed 80 
Dark Wpn 80 + Weed 80 = Dark Wpn 85 


Pm 


We’ll get the SPD up to at least 100% later, using Trollies 
from the story maps. Be sure to steal an extra item from 
the Dungeon, and don't fuse it with anything. We're 
keeping it around to use as an aid in leveling. 


By the time you get all the Weeds, your grassy Dun- 
geon's Enemy LV should be around 135, with the na- 
tive Misc Weeds’ SPD clocking in at over 1000. When 
you're combining Misc Weeds, put the Failure title on the 
Dark Wpn, and the best title you can spare on the Misc 
Weeds. This is the best way to get the most out of your 
item combinations. 


If you aren't having any luck finding good titles on items 
in the Dungeon, wait until your Merchant gets to Lv 31. 
She'll start selling items with Rank-4 titles, the best of 
which for our purposes is Doki. 


You should only need six or seven Misc Weeds to get the 
Dark Wpn's SPD above 3200. Now, apply the Doki title 
to the weapon. Once the Merchant reaches Lv 71, you 
can buy an item from her with the Empath title, which'Il 
improve our Dark Wpn even more. 


Final Steps 


We're not quite done yet. Apply the Flat title to Marona 
so shell gain Energy SP faster. 


As they become available, buy weapons from the Mer- 
chant that have the skills you want, and transfer them 
to the Dark Wpn via fusion. 


Until the Merchant and Bottle Mail reach desired levels, 
we'll have to give them some EXP in battle. Combine the 
Merchant and Bottle Mail with Dungeon Monks, to give 
them EXP. Riser. 


Put your best EXP-boosting title on that extra item you 
kept from the dungeon. Equip it on Marona, and give 
the Dark Wpn to whoever you're leveling. 


At the beginning of each battle, have Marona throw 
down the item and Confine the leveling character to 
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it. On that characters first turn, toss Marona the Dark 
Wpn. Then just win the battle. Because you Confined 
the character to a high-level object, they'll rake in tons 
of bonus EXP. 


Do this for the first seven or eight Episodes, alternating 
which character gets Confined to the object, and you'll 
reach the levels you need in no time. To make this go 
even faster, once the Bottle Mail reaches Lv 50 or so, 
make a Lv 300 Dungeon and steal a new item out of it. 


The Story Begins 


With your new Dark Wpn, most story maps are a snap to 
clear, but we'll need to make a few special notes along 
the way. 


1-2: Make a Blacksmith after this map, if you don't al- 
ready have one 


4-3: Make four Archers before this battle. You only need 
two now, but later you'll need all four. Use them to 
knock the Whisps down. 


: Clear this map twice, so the Bottle Mail can steal 
two Trollies. Fuse them to the Dark Wpn to raise 
its SPD% to 95%. 


: Burst can't reach one of the Fenrirs, so use Fire 
Slash to finish it off. 


: After 7-4, return to Phantom Isle. Equipthe Merchant 
with the Dark Wpn, and Marona with something 
else. Ash and the Bottle Mail should remain 
empty-handed. 


When the battle with Raphael begins, throw 
Marona's item near Raphael and Confine the Mer- 
chant to it. On the Merchant's first turn, throw the 
Dark Wpn to Marona, then steal the Heliotrope. 


Confine Ash to a nearby Rock. On his first turn, 
grab the Heliotrope from the Merchant and throw it 
to the ground. Confine the Bottle Mail to the Helio- 
trope and throw the Dark Wpn to it. Run down the 
Bottle Mails turns, and throw the Dark Wpn back 
to Marona before it leaves with the Heliotrope. 


Now send Marona and her Dark Wpn after Ra- 
phael, and kill him. 


» Move to the edge closest to the other island, and 
Confine the Merchant to the item Marona's holding. 
On the Merchant's turn, throw the Dark Wpn to 
Marona, then pick up the CurseTree and move 
near Walnut. 


Confine Archer #1 to the Wither Tr near the 
edge of the island, and Archer #2 to the Rot- 
ten Tr near Walnut. Throw the Dark Wpn to 
Archer #2, then move Marona near the Skull. 


If Archer #2'sturn comes up next, moveher closerto 
the edge and end her turn. Archer #1’s job is to 
throw Marona to the other island; Archer #2's is 
to stand on top of Archer #1 and throw Marona the 
Dark Wpn. 


As Marona, go over to the Egg and Confine Ash 
to the Skull. As Ash, pick up the Mimic and move 
away. Now Confine the Bottle Mail to the Egg, 
and throw it the Dark Wpn to run down its turns. 


Confine your other two Archers to the Bone and 
Deadwood near the island's edge, and use them 
to ferry Marona and the Dark Wpn back across. 
Now go kill Walnut. 


» Repeat your tactics from 7-5 to steal Raphaels 
new Heliotrope. Once Ash has thrown the He- 
liotrope, have him pick up Raphael. Otherwise, 
Raphael will steal the Dark Wpn, which would be 
slightly disastrous. 


10-1: Steal another Trolly with your Bottle Mail. 


: Steal a second Trolly on this map, then fuse 
them together to get a 95% SPD equip rate. 


When you fuse this new uber-Trolly with the 
Dark Wpn, it!Il finally have a 100% SPD equip 
rate. You're finally done combining, so take the 
Dark Wpn to the Blacksmith and level it up. 
You'll get a nice little bonus. 


Use Ash and your Archers to throw the Pillars out 
of bounds, and get rid of the no-entry zones. 


: Get the Changebook the same way you got the 
Egg in 7-6. 


: Keep the Dark Wpn equipped on Marona. Con- 
fine the Merchant to the Crystal near Raphael, 


then throw her the Dark Wpn. On her turn, steal 
the Heliotrope from Dark Raphael. Again, have 
Ash pick up Dark Raphael during this, so he 
won't kill Marona. While the Bottle Mails got the 
Dark Wpn, you might as well use him to take out 
a couple of Dark Knights. 


: Repeat your tactics from 7-5 to steal Shiva from 


Dark Sprout. 


Before you throw the Dark Wpn to the 
Bottle Mail, destroy the Speed +60% Crys- 
tal. Again, you'll need Ash to hold Dark 
Sprout back. Unfortunately, Sprout will kill 
Ash with trample damage; the moment that 
happens, kill Sprout with the Dark Wpn. 


At the start of the bout with Sulphur, Confine all 
four of your Archers to the invincibility Crystals, 
then send them on kamikaze runs against Sul- 
phur. When they die, the invincibility will drop, 
allowing Marona to finish Sulphur off with a 
couple of Lightning Spears. 
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The Master Class 


If you've gotten this far, then you know your way 
around the game. You've got some experience, and you 
don't need us to tell you what to do. 


However, we can almost guarantee that you haven't 
thought of everything. These are a few of the eso- 
teric advanced techniques we've picked up along the 
hundreds of hours we've spent with Phantom Brave, 
presented here as matters of curiosity and style. Add a 
few of these tricks to your strategy, and you'll see some 
interesting new results. 


Boosting EXP, BOR, and Mana 


If you attack an item or enemy with EX Punch, each use 
will increase the EXP you earn for defeating it by 20%. 
For items, the increase also applies to the deployment 
bonus you get for confining characters to them. The ef- 
fect is capped at +1000%, or 50 uses per item/enemy. 


Profit Punch and Mana Punch work the same way, in- 
creasing BOR and Mana, respectively. 


Near-Invincibility 
Use a title to increase Marona's Guard to 100%, then 
have another character pick her up. Marona’s body will 
absorb nearly all the punishment, even after she dies. 
The equipping character only suffers 1 HP of damage. 


Slow Down Enemies 


Throw items that reduce SPD such as Rocks to enemies, 
so they!ll be forced to equip them. If suitable items 
aren't already on the battlefield, have Marona bring one 
with her. Water Cans and some dead Trees are espe- 
cially useful, because they also lower HP and DEF. This 
is a good technique for slowing down bosses. 
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Be careful that you don't raise the wrong stats while 
you are lowering SPD. For example, don’t use a Rock to 
slow down a boss that you plan to take out with physi- 
cal attacks, since its DEF will be increased. 


Exchange Items in One Turn 


If you'd like to have two characters switch items, throw 
the first character’s item on top of the second character. 
Then use Hold on the second character to take their 
item. The item you tossed will fall and the second char- 
acter will automatically equip it. 


Ally + Enemy Combos 


If you pick up an enemy, you'll have access to some of 
their skills. For instance, you can use this technique on 
Walnut to use his rare Burgundy skill. On the enemy’s 
turn, it won't be able to act, but be careful, because 
you'll still suffer trample damage. 
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Enemy + Enemy Combos 


Assuming your enemies are unarmed, you can force 
one enemy to equip another by throwing them at each 
other. On its turn, the thrown enemy will cause trample 
damage to the enemy holding it, and won't be able to 
take any other actions. 


Win With 0.B. 


In most battles, you can throw every enemy out of 
bounds except for the last one standing. When you 
throw an enemy out of bounds, some of the remain- 
ing enemies may level up, so try to reduce the HP of 
the final enemy first. Use multi-target Knock Back skills 
such as Geo Slash to get rid of multiple enemies in 
one turn. 


Remember that you won't receive EXP for enemies who 
went 0.B. 


Deployment Bonuses 


Near the end of a battle, deploy all the characters you 
can, even if they won't get to do anything. They’ll get 
bonus EXP just for having been Confined. 


Increasing SP 


As noted earlier, a characters maximum SP in a given 
skill type is increased when he has gained enough ex- 
perience using skills of that type. Use titles to increase 
your proficiencies in order to increase SP at a faster 
rate. 


You can also use character/character fusion combina- 
tions to increase SP. The maximum SP for the benefi- 
ciary will become that of the materials if the materials 
is higher. 


The following skills cost 0 SP to use, so they're good for 
increasing a character’s maximum SP: 


Physical: Toss, Pass, Angle Slash, Lunge, Smash 
Energy: Firebomb, Burst 

Elemental Magic: Hot Wax, Shock, Thwap 
Physical Magic: Sunflower Power, Petal Wind 
Space-Time: Haste 

Stat Altering: Breath, Chakra, Meditation 
Healing: Healite, Karma, Nummy Bread 


See the skill lists on page 200 for more details. 


Efficient Skill Leveling 


The story map No Man's Land, in Episode 19, features 
objects with the Permanent protection effect. Confining 
characters to these objects will keep them from be- 
ing removed, so this is an ideal map for skill leveling. 
Use skills like Barrel Shuffle to put enemies into the 
Gamble status. Now they can't soul die, so you can 
attack them freely. 


Combinations can also be used to increase skill levels. 
Transfer a skill from the material that the beneficiary 
already has, and the material's skill EXP will be added 
to that of the beneficiary. 
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The Darkest Depths 


Many of the rarest items and greatest challenges in 
Phantom Brave can both be found in the same place: 
the Random Dungeons. If you plan to take on the fierc- 
est maps in the game, you'll be spending a lot of time 
in the Dungeon Monk's custom creations. 
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We've already covered the fundamentals of Dungeon- 
crawling earlier in the book. This section’s for serious 
adventurers, who're looking to take on the toughest 
battles that Phantom Brave has to offer. While we're at 
it, we might show you a couple of ways to cheat. After 
all, everyone likes having an unfair advantage. 


Keep Multiple Dungeon Monks 


The range of Dungeons that can be created by a Dun- 
geon Monk increases with his level (see table on page 
131). A Lv 600+ Dungeon Monk will give you access to 
high-grade Dungeons, which are good for leveling, but 
keep two more Dungeon Monks around as well, at Lv 1 
and Lv 60, respectively. That makes it easier to create 
lower-grade Dungeons, which are useful for obtaining 
rare items. 


Always use the Lv 600+ Dungeon Monk to enter Dun- 
geons. That way he's the only one who gains EXP, and 
you can keep the other two at constant levels. Keep 
increasing his level and eventually he'll be able to cre- 
ate Dungeons with Lv 9000 enemies on the first floor. 
If you have any Old Men, keep your other Dungeon 
Monks in storage so that they won't gain extra EXP. 


The Return Skill 


Don't go into a Random Dungeon when you're broke, 
as using Return costs money. As noted earlier, Return- 
ing to Phantom Isle costs [30 x current Enemy Lv] bor- 
deaux. If anyone other than the Dungeon Monk tries to 
use Return, it'll cost ten times as much. 


You'll want to equip your Monk with items that raise 
Speed, because otherwise, his turn’ll come up once ev- 
ery three years or so. Once you've built up a sizeable 
amount of cash, consider transferring the Return skill to 
Marona. If she dies, someone else can pick up her body 
to use Return, just as with the Dungeon Monk. Thank- 
fully, it won't cost ten times what Marona would pay. 


Modifying Dungeon Titles 


A Dungeon's title can be changed with the Titlist. 
Changing a Dungeon's title is not like changing titles 
for characters/items, as doing so will destroy the Dun- 
geon's existing title. 


All enemies in the Dungeon have the Dungeon's title, 
and share the title's advantages and drawbacks. If a 
title has skills attached, all enemies will be able to use 
those skills. Dungeon titles don't affect the titles at- 
tached to the items within Dungeons, nor does it affect 
their stats. 


One of the main uses for changing a Dungeons title is 
to weaken enemies. Rank 0 titles such as Failure (-80% 
to all stats) can be applied to Dungeons, which allows 
you to take on Dungeons that you otherwise wouldn't 
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EXP and BONUS to nothing, so you won't receive any 
EXP from killing enemies in Failure Dungeons. 


However, since the items aren't affected, phantoms will 
still get EXP after battles just for being Confined. This is 
a good way to build levels, especially for newer charac- 
ters. Marona will also gain EXP after battles. 


Enemy Level 


The deeper you go into a Dungeon, the higher the en- 
emies’ average level will get. Given the base enemy 
level on floor 1, the enemy level at any other floor is 
determined by the following formula: 


Enemy Lv = (1 + (floor - 1) x 0.1) x base enemy Lv 


The base enemy level can be increased by changing 
the Dungeon's title (see table). Note that you will see a 
much bigger jump in the enemy level if you've already 
cleared several floors of the Dungeon, because the 
change to the base enemy level will be carried over 
to the current floor. For example, a Dungeon with a 
base enemy level of 10 will have an enemy level of 
100 on the 91st floor. Now, if you give the Dungeon 
a rank 1 title, the enemy level on the 91st floor will 
become 130. 


Note that if you increase the number of floors in a Dun- 
geon that previously had the Failure title, you'll have 
to reapply Failure if you still want to fight weakened 
enemies. Reapplying Failure to the Dungeon is also 
prudent if you've cleared so many floors that the first 
Failure’s impact has been diluted. 


Bonus EXP 


The more floors that you clear consecutively, the higher 
the bonus you'll receive. The bonus for unrestricted 
Dungeons starts at 0%, while the bonus for restricted 
Dungeons starts at 50%. In both cases, the bonus in- 
creases by 10% for each floor cleared, to a maximum 
of 700%. 
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Leveling Titles with Dungeons 


Each time a floor in a Dungeon is cleared, the Dun- 
geon's title’s stats will improve. The following stats may 
increase: HP, ATK, DEF, INT, RES, SPD, Mv, Guard, and 
STEAL. EXP, Bonus, and the elemental resistances will 
never increase. 


A title may also acquire new skills when a floor is 
cleared, to a maximum of 4. Here are the maximums. 


Basic Stats +100% 


Guard +100 
Steal +120 
Mv +50 
Added Skills 4 


Since you can't improve Bonus and EXP, get the Dun- 
geon Monk to give you values of 55% for both when 
you create the Dungeon. 


Clearing the final floor in a Dungeon will destroy the 
Dungeon, and you'll receive the Dungeon’s title. Now 
you can reapply it to a second Dungeon, and start the 
cycle over again. 


Tips for Rapid Clearing 


If you're in a Dungeon for the long haul, it goes without 
saying that you should try to make them with small 
floors and few enemies. The only reason to make a 
Dungeon with any more monsters is if you're trying 
to recruit a Bottle Mail or Boar. Even then, we recom- 
mend that you try to do your recruitment in shorter 
Dungeons. 


Unless you can kill every opponent in the Dungeon with 
one hit, you'll probably want to throw as many enemies 
as possible out of bounds. This'Il level up the remaining 
opponents, but fighting one tough monster will still go 
a lot faster than fighting three to six. 


Slippery floors give you nearly infinite movement range 
if you take the time to get used to them. (See the “Ice 
Skating” sidebar on page 67.) 


Don't neglect character fusion. A Knight's Healing Steps 
skill is useful for those long Dungeon treks. 
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Teach your most powerful character the Revive skill, so 
they can bring Marona back to life should it be neces- 
sary. It costs 15 SP to use, so increase their max Heal- 
ing SP with Healite or another skill that costs 0 SP. 


Multi-target basic skills are useful in some situations as 
well, since they consume 0 SP. Here's a list of such 
skills: StarFlash, Frigid Breeze, Rapid Growth, Time At- 
tack and Antique. 


Obtain and Retreat 


One of the best reasons to enter a Random Dungeon 
is Mana farming. The random items scattered through- 
out the Dungeon's floors have Mana in them, ready for 
stealing. 


Enter a Dungeon, use your Bottle Mail to obtain the best 
item on the floor, and leave. Use the item in fusions to 
increase stats (or just extra Mana), or sell it for lots of 
money. This trick works best with high-level Failure Dun- 
geons, perhaps with the help of a weapon that increases 
SPD significantly. Weeds and Trollies work well for this 
purpose, until you've made something better. The idea 
is to have your Bottle Mails turn come up twice or more 
before any enemies have the chance to act. 


Have the Bottle Mail throw Marona the SPD-increas- 
ing item on his last turn, to ensure a speedy retreat. 
Dungeons with large or wide areas are also helpful for 
avoiding enemies. 
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ENEMY4 TY DES) 

No. Type 

1 [Male __ [Fighter Blacksmith, Titlist, Mystic, Dungeon Monk, Knight 

2 Female _ |Valkyrie, Fusionist, Witch, Healer, Merchant, Archer, Amazon _ | 

3 [Feeble |TitistOldManGramy | 

4 ____{Puny __ |Soldier,PuttySime,Whisp_____ | 

Gl Fighter, Valkyrie, Mystic, Knight, Soldier, Owl Knight, Owl | 
Sentry, Owl Ninja, Boar, Amazon, Merman, Putty Monk . 

6 Mage |Witch, Healer, Owl Mage, Ow! Sage, Mermaid, Putty Mage | | 


ll Blacksmith, Fusionist, Titlist, Dungeon Monk, Merchant, Putty 
Shaman, Putty Smith 


8 [Beast _|Manticore, Fenrir, Hell Corgi, Giga Beast, Cerberus, Behemoth_| 
Sl Dragon, Golem, Manticore, Fenrir, Hell Corgi, Giga Beast, 
Cerberus, Behemoth, Werewolf, Lizardman : 
a E Zombie, Lady Zombie, Golem, Cerberus, Behemoth, Mimic, == 
Lizardman 


11 {Horror _ | Zombie, Lady Zombie, Cerberus, Ghost, Whisp 

12 [Owl [Owl Knight, Owl Sentry, Owl Ninja, Owl Mage, Owl Sage k 
13 ______[DemiMan_|Boar, Merman, Mermaid, Scrabbit, Saber Ki 
14 [Fury |ScrabbitFunguy,Saberkity | 
15 [Putty [Putty Pul 

16 [Sime [Slime Shade, MimicBlob | 


ame | Br Mera Môrmal Zombie lj Zonlie,Sne Sa \ 
Mimic, Blob, Ghost, Whisp, Scrabbit, Saber Ki 
18 [Shroom_[Fugy 


[19 JWeird___|Funguy Bottle Mail, Prinn | 
20 [Various _[No. 4-17 will randomly appear | 


Dont mind us. 


Random Stages 


Some Random Stages are more difficult than the normal 
Dungeon's floors. They'll often give out hefty rewards, 
but it's a gamble. 


If you come across a Random Stage that you can't han- 
dle, return to Phantom Island, apply a rank 1 title (and 
a rank 0 title if you're using one) and go back in. The 
Random Stage will be gone, though the normal enemies 
will have leveled up slightly. 


Enemies 


Werewolf 


Monk, Putty Shaman, Putty Mage, Putty Smith 


WEAPON DES) 


Short Swords |Knife, Dagger, StoneKnife, Iron Ktna, Silvr Ktna, Gold Ktna__ | 

Swords ________ | Sword, WideSword, LongSword, BronzeSwd, Iron Sword, Blade, Steel Swd, SacredSwd, GildedSwd | 

JAxes__ Stone Axe, Axe, BronzeAxe, Iron Axe, Steel Axe, Silver Axe, Gold Axe, Dark Axe | 
Spear, BronzeSpr, LongSpear, Iron Spear, Steel Spr, Silver Spr, Gold Spear, SnowSpear, DarkSpear, Dream 
Spr, Spirit Spr, DragonSpr 

Maces_______ [Mace Hammer, DarkWpn___________________________—_—_ |“ 

| Wood Cane, Cane, StoneCane, Bronze Stf, Iron Staff, Steel Staff, Silver Stf, Gold Staff, Snow Staff, Fusion Stf, 
Dark Staff, Dream Stf, Star Staff, Dead Staff, SpiritStaff 

Book, Used Book, Dictionary, Spell Book, Secret Bk, HintGuide, Encyc., Must-read, Lthograph, Cert., Netherbk, 
DivineBook 

Magicltems___ [Random Staves and Books ||| 


Type Objects 

Tree, Old Tree, Sapling, Giant Tree, Cursed Tr, SpiriTree, Sacred Tr 

Dead Tree, Rotton Tr, Wither Tr, Deadwood, CurseTree, Wight Tree, BlaspheTr 

Rocks [Rock Stone, Crystal, Anthill, EvlRockWd, PoisonRock, Rock Weed, SacredRck, Devil Rock | 
Plants |Weed, Flower, Sunflower, Cactus (Rank 2), Cactus (Rank 7), Flower, Misc Weed, Stump, Driftwood | 
CEN 
Flowers [Flower Sunflower Bossum ||| 
Cacti_________ [Cactus(Rank 2) Cactus(Rank7) Cactuis(Rank12) OO 
Gardening [Vase Seed Pot, WaterCan ||| 
Fish |FshStafish OT 
Food Mushroom, Pumpkin,Fish, Bread ||| 
Items [Random objectsotherthanFood ||| 


Title Level Power Contents 

Lone<enemytype> | x20 | +40% [Onlyonestrongenemywillappear | 
<enemytypeA>and <enemytypeB> } | |Appearing enemy anditemdropwillberandom | 
[Bite the Dust! | ____|_____|10 enemies with “Poison” status will appear 

[Good Night | ___|_____|10 enemies with “Sleep” status will appear 

Chance! | |} }10enemieswith"Paralyze’statuswillappear | 
Cursedstrike |} | 10 enemieswith"Amnesia’statuswillappear | 
You} __|____|10 enemies with “Dazed” status will appear 

| <enemy type> close cal! | ___| [10 enemies with “Gamble” status will appear 

Brigands | | _____ [10 enemies who can use “Carry” will appear 

Minor <enemytype>Team! | x01 | |i5weakenemieswillappear | 
[Powerful <enemytype> | x1.5 | +30% [5 enemies will appear as “<enemy type> Fighting Team” 

Desperate! | x1,5 | +30% [15 strong enemies will appear 

lucky | | |Manyofagivenitemwilapper | 
Inthebag | | \Manyofagivenitemwilappear ||| 
[Whatthe.?_______________{____|_____|No enemies will appear and you clear the stage 
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Power Contents 


0 strengthened enemies will appear 


0 yellow team and 10 red team enemies will appear 


1 
1 
7 enemies will appear as a “<enem' 
5 


pe> Corps” 


enemies will appear as a “<enemy type> Team”, More enemies appear 
depending on No. of Enemies 


Putting It All Together 


Here's where Phantom Brave's versatility really starts to 
show. Using the services of a Blacksmith and Fusionist, 
you can use any item in the game, from weapons to 
battlefield objects to characters, as the ingredients 

for improved and customized new models. The best 
swords and phantoms aren't found or recruited, but 
made and, in this section, we!ll teach you how best 

to do it. 


FORGING 


Forging is performed by a Blacksmith. To learn how to 
create one of your own, kill the Blacksmith on stage 
1-2, or in a Random Dungeon populated by Male or 
Artisan enemies. 


Unlocking Skills 


The primary use of forging is to activate an item's 
hidden skills. When you find or buy them, most items 
only have two or three skills, out of a list that can go 
as high as ten. See page 200 for our complete item 
skill lists. 


The mana requirement for unlocking skills is 

always equal to the base amount, regardless of the 
Blacksmith's level. You can find this amount in the item 
and skill data sections on page 172. 


Leveling Items 


The Blacksmith can also level up items. Unlike charac- 
ters, items don't level up on their own after acquiring 
enough EXP. The item's EXP bar will simply remain 
full. You have to increase their level manually with a 
Blacksmith. There's only one exception here, and that's 
the EXP gifts that the Old Man randomly hands out 
when you return to Phantom Isle. If an item gets the 
Old Man's EXP bonus, and that EXP’s enough to fill up 
its bar, the item will automatically gain its next level. 


The Mana required for leveling items depends on how 
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much EXP the item has acquired. If the item's got an 
empty EXP bar, it/Il require the full amount, while an 
item with a full bar will only require 1 Mana. Naturally, 
leveling an item up will empty its EXP bar. 


The mana required for leveling an item with no EXP is 

given by these formulas: 

penalty = (1 + 0.5 * (item level - Blacksmith 
level)) 

Mana cost = penalty * (item level * 15 + 5) 


The penalty can be between 1 (no penalty) and 501 
(max penalty). 


It's useful to note at this point that in general, you'll 
get better value for your Mana with fusion. There's 
no reason to pass up an occasional level, especially if 
it'll only cost you 1 Mana, but a weapon’s next level 
will usually cost you more Mana, and get you less of 
a bonus, than if you'd simply fused an object to your 
weapon. 


FUSION 


Fusion (a.k.a. combining) requires a Fusionist. You 
can find one on stage 2-1, or in random dungeons. 
Fusion can power up characters and items in a variety 
of ways, from improving their stats to giving them 
new skills. 


First, choose the item or character that you're powering 
up (occasionally referred to below as the beneficiary), 
then choose the item or character that you're planning 
to fuse to it. The second item, the material, will be de- 
stroyed in the process. Some power-ups require Mana, 
while others do not, as detailed below. 


Mana Transfer 


The first effect of fusion is the transference of Mana. 
Simply, the materials Mana is added to that of the item 
it's being fused to. This happens automatically during 

a combination, and you don't lose any Mana during the 
transfer (unless, you spend it on something else). 


This is how the “Mana farming” mentioned in other 
sections works; you collect battlefield objects with 
ready supplies of Mana, and fuse them with whatever 
weapon you're working on. An item or character can 
contain a maximum of 9,999,999 Mana (and yes, it is 
possible to spend that much). 


Maximum Level 


When new characters are created, they will have a 
maximum level of 100. To raise them higher than 
that, you’ll need to increase their maximum level. 
Items have maximum levels as well, but these will vary 
depending on the level of the item you obtain. 


During fusion, an object's maximum level is increased 
by an amount equal to the material’s current level. The 
maximum level can be increased all the way to 9999. 
Note that the beneficiary’s maximum level is increased, 
and not his, her, or its current level; item fusion doesn't 
give you any bonus EXP. An increase in maximum level 
happens automatically during the combination, and 
again, doesn't cost any Mana. 


Max SP 


This only applies when the beneficiary and the material 
are both characters. If the materials max SP in a cat- 
egory is higher than the beneficiary’s, the beneficiary’s 
will be set to that value. This applies to all seven SP 
categories. This is another free automatic Fusionist 
service, available from all outlets worldwide. 


Skill Transfer 


Most skills can be transferred between items and/or 
characters, which allows you to customize your skill 
selections. Each item/character can hold a maximum 
of 32 skills. If you've got too many, see the Witch on 
Phantom Isle, and erase a few of your useless abilities. 


Transferring skills to characters that already know 
them will cause the skill experience values to be added 
together, thus leveling up the skill. This is the only way 
to increase the skill level of passive abilities like Mana 
Monger. See the item, skill, and job data sections for 
the base Mana requirements. 


Confine Efficiency 


This applies only when both the beneficiary and mate- 
rial are items. For each stat, if the materials Confine 
efficiency is greater than or equal to the beneficiary's, 
the material’s will increase by 5%. If the material is a 
Combo item (sometimes won from clearing floors in 
Random Dungeons), the increase will be 10%. 


Equipment Ability 


This applies only when the beneficiary is an item. This 
function can increase the stats of an item, the equip 
rate, or both. 


The beneficiary’s stats will be increased if the material's 
stats are higher, although its stats will never decrease 
(it's not possible to make an item's stats worse via 
fusion, although you can increase any stat penalties 
that it might provide for someone that equips it). The 
beneficiary’s new stats will be set to the average of the 
beneficiary’s old stats and the material's stats. 

Titles can affect the amount by which an item's stat in- 


Wrormulas in action: 


Confine efficiency increases by 5% if the 
material’s Confine efficiency is greater than 
or equal to that of the beneficiary, 


L 


HP 1036 1036 15% 
ATK 10% -10%% =5% 
DEF 086 + 0% mm 5% 
INT _ 20% 20% 25% 
RES 109% 103% 15% 
SPD -20% 20% -15% 


Equip rate increases by 5% if the material’s 
equip rate is greather than or equal to that of 
the beneficiary, 


HP 50% 8036 55% 
ATK 30% 3036 35% 
DEF 10% + 10% mm 5% 
INT 40% 20% 403% 
RES -20% 30% 20% 
SPD -20% —10% -15% 


Stat increase when both beneficiary and 
material have the Default title, 


HP 808 871 839 
ATK 555 514 555 
DEF 313 + 404 mn 358 
INT 736 453 736 
RES 266 280 373 
SPD 176 232 204 


Stat increase when the beneficiary has the 
Failure title and the material has the Master 
title [+25% to all stats), Mote that the result 
will also have the Failure title, so Default must 
be reapplied to see the true result, Notice the 
significantly higher gains achieved than just 
using Default titles for the components, 


HP 161 1oe8 254 1271 
ATK til 642 164 e20 
DEF 62 505 106 524 
INT 147 + 566 “T 189 = 945 
RES 53 600 107 539 
SPD 35 230 60 203 


creases. The following equation shows how to calculate 
the new stat, with titles taken into account: 


b = beneficiary stat with Default title 

m = material stat with Default title 

bt = 1 + beneficiary title % 

mt = 1 + material title % 

stat = bttb + bt*((bt*b + mt*m)/2 - bt*b) 


Note that the beneficiary will still have the title you 
gave it, so to calculate the item's new Default stat, use 
the following formula: 


stat / st 


na PMA ; zt zer AN 


In order to maximize the efficiency of your fusions, you 
should always put the Failure title on the beneficiary, 
and the best title that you're willing to part with on 

the material. Items with titles of up to rank 6 can be 
bought from a 127th-level Merchant, so you should 
always have a ready supply. 


An item's equip rate is increased by combining materials 
with equal or greater equip rates. The beneficiary’s 
equip rate will increase by 5%, unless the material is 

a Combo item, in which case it will increase by 10%. 
The material’s equip rate can also be a few points lower 
than the beneficiary’s, and still cause an increase. An 
equip rate that's four points below the beneficiary’s will 
cause an increase of one; three points will cause an 
increase of two; and so on. 


Compatibility 


The base Mana cost for transferring skills, increasing 
Confine efficiency, or increasing equipment ability is 
multiplied by two factors to determine the actual cost. 
The first factor depends on the Fusionist's level: 


penalty = (beneficiary level + material level) / (2 * 
(Fusionist's level + 1)) 

The penalty can range from 1.0 (no penalty) to 10.0 

(max penalty). 
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The second factor is the items’ compatibility. Each 
item/character falls into a compatibility category (see 
table below). Each combination of two categories has 
a compatibility rating from F to SSS. See the table 
for these ratings, then use this table to determine the 
compatibility factor for skill transfer, equip ability, or 
Confine efficiency. 


The final Mana cost is then determined by the following 
equation: 


cost = base cost * penalty * compatibility 


Compat. Equip Confine Skill 
Rating Ability Efficiency Transfer 


COMDAIIDIENT SSC ATEGORIES) 
Type Items/Characters 
[Warrior _________ Ash, Laharl, Fighter, Valkyrie, Knight, Archer, Amazon, Owl Knight, Owl Sentry, Zombie, Lady Zombie 
Magic [Myao Witch Titlist OwlMage ||| 
Nature [FusionistScrabbit SaberkKitty OO 
Normal [Etna, Mid-Boss, Merchant, Blacksmith, Ow! Ninja, Merman, Mermaid, Old Man, Granny | 
Slime [Soldier Slime Shade Mimic Blob | 
lFairy_____________ [Putty Putty Monk, Putty Shaman, Putty Mage, Putty Smith 
Spirit | 


Ghost Spit OO 
Dragon |Baal Dragon, Golem 
Sword Short Sword, Sword, Dark Wpn, Snakish, Heliotrope Shiva, SoulSaber | 
Ae |AeMe 
Spear |Spar_ 
staff Attack Staff, Support Staff, CatnipCane OO 
Plant |Mushroom, Sunflower, Cactus Pumpkin || 
Rock FRock Crystal, Brick 
Food Fish Starfish Bread,Eqg_ 
Vase |Vase Treasure,Seed Barrel |D 
sul |SulBone 
interior Bottle Mail, Pot, Water Can, Phonograph,Candle,Hourglass | 


Material 
Beneficia 
U {war mag Sup Nat J Nor [ am [ast Tsim Joy J sot J bra J swa Axe] spr [str T ek [tr [ot Rok or [ra vas] sun am mt 
JWarrior FAA} D | AJC }AAFS |aalAa}apeNcSA}BJaalD |E ss) Ss |ss|ss} Ss} B |D |sS|D |D} 
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The Gang’s All Here. 


There are eight unique characters in Phantom Brave, 
and Marona can learn to create up to fifty-two kinds of 
phantoms. That makes a total of sixty possible character 
types for your army. Most humans and monsters must 
be defeated in battle a certain number of times before 
they can be created. You can hunt for enemies on the 
story maps, or in Random Dungeons (see page 129). 


When you begin the game, Marona and Ash are your 
only unique characters. See the Secrets & Spoilers sec- 
tion on page 152 for details about the other six. 


HUMANOID JOBS 


At the beginning of the game, you can create the fol- 
lowing jobs: Dungeon Monk, Fighter, Healer, Merchant, 
Soldier, Valkyrie and Witch. 


To create the rest, you have to kill one enemy character 
for each job. The table in the next colum lists the story 
map where each humanoid job debuts. 


MONSTER JOBS 


Monster characters require you to kill twenty members 
of that species before you can create them. You can get 


Job Stage Qty Alternate Stage Qty 


6-4 Green Paradise _| 2 |11-4 Green Paradise* | 1 | 
9-2ATestofwil_ Ji} 


joar [Randomdungeononly | =| || 
Bottle Mail__|Randomdungeononly | - | || 
Cerberus |7-6MortaltysEnd* | 4 |10-3HilofDeath | 2 | 
Dragon |10-tForbiddenFame [2 | || 
Fenrir |6-3HiddenHall | 6 10-1ForbiddenFlame | 5 | 
Funguy  |&tForsakenGlacier 4} || 
Ghost |i04landofFire_ [6| || 
|GigaBeast  |17-6Mortality'sEnd | 2 |11-4GreenParadise* | 1 | 
Golem |10-2Fiercetyrant Pi} || 
HellCorgi _|it4hellcorgit  |2} | 
Lady Zombie |7-3LifeandDeath* [4 |5-4YggdrasilSleep [1 | 
|Lizardman__|7-2Roadofthelost* | 3 |10-2FierceTyrant | 2 | 
Manticore _|19-1lifeandDeath |i2| || 
[Mermaid [8-2SubzeroField  [4| || 


‘* Appears on subsequent visits 


1 Once Devil's Cry becomes inaccessible in Chapter 12, you cannot find Whisps on story maps, but you can rack up Whisp kills by killing 
the tutorial Whisp. You won't get a Phantom Island event telling you that they can be created, so you'll just have to keep checkingë 


Marona's Create menu. 


ana [7 atten | Old Man |3-2 Peaceful Hil | 
Archer {Random dungeononiy | {Oulknight_|1-3 Primitive Altar* | 
Owi Mage__ {Random dungeon only 
Fusionist {24 Sylph'sMelody | |OulNinja_ |3-1 GentleBrook* | 
JOwisage {22 Liescrade* | 
Knight {202 Hels Appealt* | |OulSentry [13 Primitive Altar* | 
Mystic [1-1 DesertedQuary | |Titist_ [33 ShiningEarth | 


* The owls only appear once when you revisit these stages, then 
they disappear, whether you killed them or not. 

** You can't unlock the Knight by killing a Dark Knight, so you 
need to revive one of the unconscious Knights and kill him. You 
can only do this on your first visit to 20-2. 

1 At the start of episode 11, the maps from episode 6 are inac- 
cessible. Granny can also be found on 8-3 (Demon's Grudge). 


one Bottle Mail for “free,” but you can't create any more 
until you've defeated twenty of them (see the Phantom 
Island section for more details). No, you can't create 
more Bottle Mails by killing your own Bottle Mail twenty 
times. Good idea, but no. 


The only non-boss monster you can't create is the Sum- 
mon. The following table lists each monster job and the 
best story map to hunt for them. Alternate stages are 
listed in cases where the primary stage becomes inac- 
cessible as the story progresses. 


Qty Alternate Stage Qty 
JMerman___|15-3Frozenlance _|6} | | 
|Mimic____|9-3WanderingsEnd* | 7 | || 
Prinny___ [EX-SThroneRoom* |5| | | 
Putty |ii-4GreenParadset Ji} || 
PuttyMage |1i-4GreenParadise* 1} | | 
[Putty Monk_|11-4GreenParadise* | 1 ||| 
PuttySmith |11-4GreenParadise* 1} | | 
PuttyShaman }11-4GreenParadise* 1} || 
Saberkitty |5-2BedofFlowers  |5| || 
[Scrabbit ___ [3-1 Gentle Brook__[ 8} || 
Shade |3-3ShiningEarth_ |3}) || 
Slime |4-3PrimitveAtar* |} || 
|Werewolf _ |20-2HellsAppeal* |4| || 
Whip }4-3Devit'scyt  |5} || 
Zombie ___ |5-4Yggdrasiisleep [8] | | 


There are 100 weapons and 61 objects in Phantom 
Brave, for a total of 161 different items. Since each 
type of item has unique skills, it's worth your time to 
find them all and give them all a try. Some of these 
abilities are funny, while others are improbably danger- 
ous (only in video games would a Pumpkin be an en- 
gine of destruction), but they're all worth checking out. 


where to find the rarest items, and how best to add 
them to your collection. 


Storage 


You can possess a maximum of 120 items. You can see 
the total number of items you have by going to the 
Status or Order menus and pressing BEEN. 


Stealing and Obtaining 


Most objects and rare weapons need to be stolen from 
battlefields by Confining characters to them, with the 
occasional rare exception. The success rate for stealing 
an item from a target is based on the Lv and STEAL 
rating of the character and target character. This 
formula gives the approximate success rate: 


Success % = (Character STEAL/10) * (10+Character 
Lv) - (Target STEAL/10) * (10+Target 
Lv) + 40 


If the target is an enemy, subtract 10% from the suc- 
cess percentage. 


Obtaining uses the same formula, except that the item 
is the target instead of another character. STEAL is 
determined by the job of the character/item, but can 
be influenced with titles. 


The Bottle Mail makes the best thief, with a natural 
STEAL of 70. You can attempt to steal an item every 
turn, but an attempt at obtaining an item results in the 
character being removed. 


If you only have one Bottle Mail, use it strictly for 
obtaining, and leave stealing to another character. 
You can improve a lesser thief's STEAL rating with the 
right title. 


In this section, our trained treasure hunters will discuss 
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Raising your Bottle Mails STEAL with a title means 

it won't have to be leveled as high to steal or obtain 
items. The suggested Bottle Mail levels below assume 
it has a STEAL of 70, so if you've increased its STEAL, 
use the formula to determine the level. 


If Target Lv + Character Lv >… Success % = 
Boml | 
4 | 
5 md | 
6 [som | 
A CT 
BT 


Weapons 


Ninety of the weapons are divided into ranks, ranging 
from 1 to 16. Higher-rank weapons are generally more 
powerful and have better skills. The other ten are Spe- 
cial weapons, and have no ranks. Nine of the Special 
weapons are unique. The following table lists how to 
obtain them, as well as the level your Bottle Mail has to 
be to steal and/or obtain the item with 100% success: 


Weapon Source Steal Lv Obtain Lv 
Heliotrope Lv14 
Steal from Raphael in 9-3 
2nd part 
Heliotrope Lv40 
Heliotrope Lv50 | Receive from Raphael after 20-2 


Steal from Hidden Character 
in EX-8 


Note that all the Heliotropes and Soul Sabers are 
counted as separate weapons, because their stats 
increase at different rates. The Snakish looks just like 
a Long Swd, but it has a skill (Snake Beater) that can't 
be obtained anywhere else and a special version of Ice 
with a slightly longer range. 


The final Special weapon is the Changebook. You 

can get one on Phantom Island (see page 150), one 
from 17-6 (using a Lv 34 Bottle Mail), and as many as 
you like from Random Dungeons. Changebooks are 
obtained from Random Dungeons in the same way that 
you get rank 10-14 weapons (see below). The primary 
use of the Changebook, along with the Egg, is transmi- 
gration (see page 145). 


Weapons of ranks 1 through 10 can be purchased from 
the Merchant. See page 25 for a chart of how and when 
the Merchant's inventory changes. Rank 1-9 weapons 
can also be found in Random Dungeons, strewn about 
the floor. Higher ranked weapons must be obtained 
from bosses in Random Dungeons. 


The final stage of a Random Dungeon may or may not 
contain a boss. Only three types of Final Stages have 
bosses: Self-styled God, Beat the Boss! and Join Forces. 


A Final Stages’s boss will be a centrally located enemy 
labeled as a Great King or Deity. Whether the boss has 
an item, and what rank the item is, is determined by 
the number of floors in the dungeon, and the listed Lv 
of enemies on the final stage. Note that if you return 
to Phantom Island from the final stage, and then go 
back into the Dungeon, the boss will never have an 
item. The following table shows which weapon ranks 
the boss could have: 


Floors EnemyLv Rank 


10-14 (except the Sacred Stf) 
91+ 10-15 (including the Sacred Stf) 
ENE CC 


The Divine Swd is the only rank 16 weapon. In order 
for it to appear, you must clear all the floors in the 
Dungeon in succession, without returning to Phantom 
Island. Even then, it's not guaranteed to appear. 


If you are hunting for the other weapons, you can 
return to Phantom Island from the second to last stage 
and save your game. When you go back in, and clear 
the second to last stage, if the last stage isn't a boss 
stage, or it doesn't have the item you want, just reload 
your save. If the boss is carrying a Rank 10 weapon, 
reload; you can buy those from the Merchant. Once 
you've obtained the item you want, you can return to 
Phantom Island, use a title to increase the number of 
floors in the dungeon, and go back in to face another 
boss and collect another item. 


The following weapons may also appear on floors other 
than the last stage, if the enemy Lv requirements are 
met: Cert., Gold Ktna, Gilded Swd, Devil Axe, Dark Axe, 
DragonSpr, and SpiritStaff. 
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Dungeon 1, floor 99 
Bk Item 
16 Divine Swd 


Dungeons 2 and 3, floors 91+ 


Bk Item 

14 Sacred Stf 
15 = Prize Ktna 
15 Spirit Swd 
15 Star Axe 
15 Demon Axe 
15 Divine Spr 
15 : Divine Stf 
15  DivineBook 


Dungeon 3, floors 11-89 


Bk Item 

13 Snow Ktna 
12 Snow Swd 
14 7 Prize Swd 
14 Dark Axe 
12 = _DeuilSpear 
14 SacredSpr 
12 Wisdom Stf 
11 BlackStaft 


13 Deuil Staff 
1 Cert, 
13 & Netherbk 


5 =_ Changebook (if gou want more) 
12 * Devil Tree 

14 F_ DivineTree 

12 Ff Cactus 

12 @ Devil Rock 

12 Skull Tree 

14 Ì Angel Tree 

14 Candle 

15 ï Hourglass 

15 … Egg (if gou want more) 


Objects 


Objects have ranks from 1-15. Rank 1-10 objects can 
be found in the story maps (see page 140), and in 
Random Dungeons. Objects of rank 11-15 must be ob- 
tained from random dungeon bosses; the requirements 
for them to appear are the same as for rank 10-14 
weapons. You can also obtain one Egg (rank 15) from 
7-6 (Lv 12 Bottle Mail). 


The Remote is the only object that can't be obtained 
from a Random Dungeon. It's only found in EX-10, but 
you can repeat this stage to get as many as you like. It 
has a STEAL of 100, and it's Lv 4000, so you need a Lv 
5728 Bottle Mail (!) to obtain it. 


A Devil Rock may also appear in the random dungeons 
on floors other than the last stage, if the enemy Lv 
requirements are met. 


Efficient Hunting of Rare Items 


You can collect all the rare items using three different 
random dungeons. The dungeons should have these 
parameters in common: 


Area: Small 

Enemies: Few 

Ground: Normal (Slippery is better if you can handle it) 
Main Foes: Various 

Unrestricted 

Items inside: various 


The dungeon’s native enemies and items don't have 
to be Various, but it/Il help to alleviate the boredom of 
plowing through ninety-nine floors in rapid succession. 
A small area and few enemies will help you clear floors 
quickly. 


Dungeon 1: Divine Swd 


Enemy LV on Floor 1: 19+ 
No. of Floors: 99 


For this dungeon, you have to clear it all at once. You 
don't want to make the starting enemy LV too high, 
even if you can handle higher Lv enemies. The reason 
is that the Divine Swd has a STEAL rating of 100, which 


DIEET, BOE, edi Maps where the number of objects changes depending on the visit have the values separated by /. 


Ep Name 

1-1 |DesertedQuamy [11 

1-2 [BarrenEarth__ |1}3}| | | 
1-3 |PrimitiveAltar | |1| 


2-1 [Sylph'sMelody | 
[2-2 [Life's Cradle 
|2-3_|S. Wind's Howl | 


(3-1 _|GentleBrook | 
|3-2_|Peaceful Hill II 


3-3 JShiningEarth | 
Een an 
4-2_\BloodyFortress__ || | | 


4-3 [DevitsCy_ | |i}1) 
4-4 [CruelVerdict | | | || 
[4-5 _|Tragedy'sStage | _|1fi} | 
5-1 [Nature'sBounty | |4| | 
5-2 |BedofFlowers | |1}3} | 
5-3 |GreenCradle___ |1} |3| 
|5-4_|Yggdrasil Sleep | 

|6-1_|InnocentEntry | 


6-2_}Mischief Garden | 
6-3 JHiddenHall__ | 
6-4 _\Green Paradise | 
7-1 _YSickunto Death _ | 
7-2_{Road ofthe Lost | 
7-3 _\Lifeand Death | 
7-4 _\HallofDeath | 
7-5_{NoMan'sland | 


7-6 _}Mortality's End | 
8-2_JSubzeroField | 
8-3 JDemon'sGrudge | 
8-4 \Brave'sseal_ | 
9-1_YMinus World | 
9-2 JATestofWil_ | 
NESTEN 


is higher than the Bottle Mail. If the Divine Swd's Lv is 
higher than 7000, you won't be able to obtain it, even 
with a Lv 9999 Bottle Mail (unless you have a title on 
that raises STEAL). Therefore, don't make the starting 
enemy Lv higher than 650, unless you have a really 
good Bottle Mail with an equally good title. 


Dungeon 2: Three rank 15 items + Sacred Stf 


Enemy Lv on Floor 1: 20+ 
No. of Floors: 91 or 92 


After you get an item from floor 91 (or 92), use a rank 
1 title to increase the floors by three. This will allow 
you to get an item on floors 91, 94, 97, and 99 (or 92, 
95, 98, and 99). 
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Dungeon 3: Four rank 15 items + everything else 


Enemy Lv on Floor 1: 25+ 
No. of Floors: 11 


After you get an item from floor 11, use a rank 1 title 
to increase the floors by three. This will allow you 

to obtain 27 items of rank 11-14 (weapons) or 11-15 
(objects). That’s enough to get everything plus a few 
extra Changebooks/Eggs if you want. You'll get the 
rank 15 stuff on 92, 95, 98, and 99. 
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(OBJECT, WOEATOR Maps where the number of objects changes depending on the visit have the values separated by /. 


Ep _ Name she Tb@.onnettecabikaBase 
|10-2 [Fierce Tyrant | | ll 

|10-3 [Hillof Death | | 

|10-4 |LandofFire | | 

11-14 |InnocentEntry | 


11-2 |Mischief Garden} 
11-3 [HiddenHal__ || 
1-4 [Green Paradise | 
|12:1 [Bloody Fortress || 
Devils | 


|12-4 [Tragedy's Stage 

|13-1 [Broken Harmony | | 
13-2 [Cursed Cradle | | 
|14-1 |Swelterland | 
14-2 | 


[14-4 [Bone-dry Death __ | _ | 
|15-1 |Desperation | 1}2}1| 


|15-3 JFrozen Lance | 
16-1 BambooOo.tf || 
16-2JBambooCo.8f | | 
|16-3 Bamboo Co. 12f | 

16-4 BambooCo.19f || 
|16-5 Bamboo Co.24f || 
Road ofthelost || 


174 | 

EE 
17-6 |Mortalitys End [1/0] 
|18-1 [Sick unto Death | 
Road of the Lost 
|19-1 [Life and Death | 
|19-2 [HallofDeath | | 
19-3 [No Man'sland | 
20-1 |Mortality'sEnd | 
|20-2 |Hell'sAppeal_ | 
|20-3 |Endof Eternity | 
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Most skills can be found on purchasable weapons, 
easily obtainable objects, or jobs. The following table 
lists rare skills that are only found on rare weapons or 
titles. Although not listed in the table, skills found on 
the Egg, Candle, Hourglass, and Remote could also 
be considered rare since the objects themselves are 
difficult to obtain. 


Skill Item Title 

Burgundy Soul Saber ian 
caamityDrve —_|demnme [od | 
CometShower — [Campan | | 
Darkthoreis — |sie [om | 
Deathaloon [pref | | 
DimensionSlash— |Dhinesud —— [legend | 
nergyorn ——|adsurblsef | | 
caearreere —__[Wstmst | | 
catayBeam — |sacetst_ |G | 
ydrafire — |pakmesarhe | | 
eer san | 
isen |sprtsm__ jan | 
Omegathunder [Pam | | 
snakeBeater [sit | | 
spear storm [Dhns |M | 
spralsash ——|snoukma | | 
TC 
WingeSlayer — |przesud____ Jm | 
Wrath of Heaven 


* Snakish has a special version of the Ice spell. It has a slightly 
larger range than the normal spell. 

** As you clear floors in a Random Dungeon, random skills may 
be added to the dungeon’s title, to a maximum of four. This is 
the only way to get Thor's Axe, making it perhaps the rarest 
skill in the game. 


There are also a number of rare skills which are 
unique to the hidden characters. See the Secrets & 
Spoilers on page 152 for the details. 


Not all skills ore created equal, Some are 


incredibly dangerous, while others are worth 


using once for the humor value, and then 
quickly forgotten, 


Obuiously, you'll want the major Elemental 


attack spells (Fire, Ice, Wind, etc), Heal, and 
Reuiue, This is a section for other don’t-miss 
skills gou should have in your bag of tricks, 


| Flying Bomb: a deadly powerbomb that 
does excellent damage, 


Mincemeat: get it as early as you can. A 


great low-leuel fighter's skill, 
Deadly Strike: 

nearly invaluable on 

one certain story map, 

Otherwise decent, 

Hurricane Slash: 

may disarm its target, 

Berzerker: the first 

multitarget knockback skill, and one of 
the best, 

Aura Blade: you can’t 

have too many line-af- 

fecting attacks, 

Geo Slash: inflicts 

heauy knockback on a 

wide area, 

Deadly Fan: an escel- 

lent area-effect Spear skill, 

Beam Arrow: an Archer’s base attack, 


ä Acid Rain: lce dam- 
age combined with 
Poison. 

ï Bone Train: with 
some work, it can be 
a valuable tool for 


Witches, 


a, Chloro-Fill: causes amazing damage 
and heals the user, but arms a suruiuing 
target, 

Secret Garden: a 
damaging area attack 
for a Fusionist or 

_ Scrabbit, 

| Shark Bite: the only 
reason to wield a Fish. 

Punish: for a Healer 

ina tight spot, 

Stun Rod: inflicts decent damage and 
Paralysis at range, 


Blinding Light: a low-cost attack spell 


tor Marona or a Healer, 


Le Karma: get it from a Mystic to help build 


SP, 


Gross Water: Poisonous domage at range, 


Saint Ray: an excellent non-elemental 
area-effect blast, 
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Really Big Numbers 


There are powerful characters, and then there are 
powerful characters. It's possible, by creating the right 
weapons and carefully developing your phantoms, to 
create an army of warriors that is not only capable of 
taking on the most dangerous bosses in the game, 


but of punting them over the horizon like a soccer ball. 


After reading this section, you'll have all the informa- 
tion you need to break Phantom Brave in a variety 
of interesting new ways. Ever wanted a weapon with 
stats of around ten million? Check out the next few 
pages. 


ULTIMATE CHARACTERS 


When you create a character, you can choose how 
many experience points to give them. The creation 
gets rapidly more expensive as you increase the expe- 
rience points. These points are then assigned to the 
characters level up stats. The maximum experience 
points you can purchase for a job is given by working 
out the following formula: 


experience points = 2*/(highest level of that job) 
+ (6 or 7) 


You can get up to 206 experience points using char- 
acter creation. To get up to 300 points, you'll need to 
use transmigration. Transmigration can increase the 
experience points for any character except Marona. 


Attack a dead character to destroy their soul, and 
bring them back to life using a Healer. Using any item 
will bring them back to life, but using a Changebook 
or Egg as the sacrificial item will cause a transmigra- 
tion. The characters level will be reset to 1, and you 
can reallocate the experience points. The number of 
experience points you get after a transmigration is 
based on the total of the item's level, the character's 
level, and the total item and character levels used in 
the character’s previous transmigrations, as deter- 
mined by the following equation: 


experience points = /(3*total level) + 3 


You need a total level of 29403 to reach the maximum 
of 300 experience points. Stealing three level 9999 
Eggs or Changebooks from random dungeon bosses is 
the easiest way. 


Up to 100 experience points can be allocated to a 
given stat. Experience points should be allocated to 
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SPD first, followed by ATK or INT; as we've said, SPD 
is the most important stat in the game. 


Even with transmigration, however, a character can 
only become about a tenth as powerful as an item. 


WEAPON RECIPES 


A phantom is really only as good as the weapon he's 
carrying. An ordinary phantom, at level 9999, can go 
from a powerful character to a one-man force capable 
of making Sulphur cry like a little girl, entirely based 
upon whatever he's wielding. 


Ordinary weaponry isn't good enough for our pur- 
poses. We need something better, and in this section, 
we're going to make just that. 


General Preparation 


The recipes use rank 6 titles, so you need a Merchant 
who's reached level 127. To steal all the items you 
need, train your Bottle Mail up to at least level 3333. 


A high-level Dungeon Monk, capable of creating 
Dungeons with a starting Enemy LV of 9000 (in other 
words, with 9000th-level enemies on the first floor), 
would also be helpful. If you create such a Dungeon, 
then apply either five rank 6 titles, or six rank 5 titles. 
That way, you just have to clear one floor to get the 
enemy level to 9999 (which is where it needs to be). 


Finally, you need a Fusionist. The higher her level, the 
better, since her level reduces the mana cost of your 
combinations. 


QUICK YET POWERFUL 


Here's a recipe for making a weapon with over one 
million points in ATK and SPD. It's more than powerful 
enough to defeat anything in the game. The beauty of 
it is that the recipe can be completed in about an hour, 
after you've completed the general preparations above. 


A Dark Wpn is an ideal weapon choice, because of its 
100% equip rate for ATK and 70% equip rate for SPD, 
so buy one from a Merchant. You'll need 19 9999th- 
level Weeds or Misc Weeds to increase the Wpn's stats. 


In each step below, first apply the Failure title to the 
beneficiary and the Chief title to the material. The 
beneficiary is always listed first. 


W = Weed 
5x W(2) = W+ W 
3x W(3) = W(2) + W 
2x W(4) = W(3) + W 


1x W(6) = W(4) + W(2) 
1x Dark Wpn = Dark Wpn +W+W+W+W+W(2) + W(3) 
+ W(4) + W(6) 


Your SPD % will have increased a bit, so just add a few 
more Trollies to get it up to 100%. Finally, apply an- 

other Chief title to the finished product, and you should 
have seven-digit ATK and SPD. 


ULTIMATE 


If our quick yet powerful weapon isn't enough for you 
(you're obviously some kind of megalomaniac), try 
for the ultimate weapon. An item's stats can go up to 
9,999,999. You can raise the equip stats higher, by 
having greater than 100% for equip rate, but it's un- 
necessary because a character’s stats are also capped 
at 9,999, 999. 


The basic idea here is to raise the weapon’s stats to 
around 5 million, and apply a title with +100% to all 


stats in order to reach 9,999,999. The equip rates will 
also need to be raised to 100% (or a bit more in some 
cases). 


The point of using a maxed title is to decrease the 

total number of components in the recipe. Using the 
Failure title on beneficiary items also contributes to this, 
because it tricks the game into thinking an item's stats 
are far lower than they actually are, thus giving you 
better value for your combination Mana. 


The recipe takes at least 40 hours to complete, not 
counting the preparation phase. 


Step One - Preparation 
-- Choose and Obtain Your Base Weapon 


Any weapon or object in the game can be used to 
create an ultimate weapon, but some are more suitable 
than others. You'll save yourself a lot of time if you 
use a base weapon that starts with high equip rates. 
This recipe uses a Divine Swd, so you'll have to make 
adjustments if you use something else. 


For our purposes, only the equip rates are important. 
The item's stats don't matter at all. 


-- Choose Your Weapon's Color 


Titles will change the color of the weapon depending 
on the title's rank. Apply titles of various ranks to the 
weapon to see which color you want. 


=- Improve Your Chosen Title 


Apply your title to a Random Dungeon and level it up. 
You can max out all the stats except Guard and Steal in 
about two trips through a 99-floor Random Dungeon. If 
you want to max Guard and Steal, it'll take another two 
or three runs. 


You can't increase EXP and Bonus, so if you want the 
max of 55% for these, have a Dungeon Monk make you 
a Dungeon with these parameters. Bear in mind that 
the color for random dungeon titles will be that of a 
rank 0 title (which usually doesn't look good; it's often a 
sort of muddy brown). 


Step Two - Raise the Stats 


As you go through the recipe, compare the stats at 
each step to the stats listed in the boxes. They should 
be similar. Don't worry if your stats are a bit lower. 


To raise stats, we!ll be using level 9999 Skulls and 
Weeds. You need 300 of each. You only have space for 
120 items (less if you've done some collecting already), 
SO you'll need to combine as you go. 


First, you need to create an auxilliary part (called P). 
Here's the recipe for P. The number of times each step 
needs to be done is also listed. 


300x Skull-A = Failure Skull + Chief Misc Weed 
150x Skull-B = Failure Skull-A + Techno Skull-A 
15x P = Failure Skull-B + Techno Skull-B 


The rest of the recipe uses P as the only component 
besides the weapon itself. A number in () next to P 
indicates the number of total Ps. In all the combina- 
tions below, put the Failure title on the beneficiary 
and the HiScor title on the material. The beneficiary 
is always listed first. For steps where two or more 
fusions are involved, do the fusions from left to right. 
For example, to make P(11), combine P(6) with P(2), 
then combine the result with P(3). Weapon-A is your 
base weapon (as noted above, our example is a Divine 
Swd). Here's the progression: 


18x P(2) =P + P 

13x P(3) = P(2) + P 

9x P(4) = P(3) + P 

Ix P(5) = P(4) + P 

Ax P(6) = P(5) + P 

1x P(7) = P(5) + P(2) 

3x P(1l) = P(6) + P(2) + P(3) 
2x P(15) = P(11) + P(4) 

1x P(20) = P(15) + P(5) 


1x Weapon-B = Weapon-A + P(1) + P(1) + 
P(1) + P(1) + P(1) + P(1) + 
P(2) + P(3) + P(5) + P(6) + 
P(7) + P(11) + P(15) + P(20) 


Dont try to take a shortcut by combining a P(11) onto 
Weapon-A as your first step. That wont increase the 
stats as much as fusing six P(1)'s, P(2), and P(3) onto 
Weapon-A one at a time. 


Step 3 - Raise the Equip Rates 


« Use seven Breads to raise the HP % from 70 to 105. 

e Your ATK % is 130 and doesn't need to be 
increased. 

e Use sixteen Rocks to raise DEF % from 80 to 105. 

e Your INT % is 105 and doesn't need to be increased. 

« Use one hundred twenty-eight Books or Staves 
(specifically, the Must-read, Lthograph, Star Staff, 
Dead Staff, or Spirit Staff) to raise RES % from 75 
to 100. If you have an extra Divine Stf, you'll only 
need 64 of the above items to get to 95%. Combine 
them with your weapon first, then use the Divine Stf 
to get to 100%. 

« Use fifteen Trollies to raise SPD % from 90 to 110. 


Now apply your ultimate title, and the equip stats 
should all be 9,999,999+. If you started with a high- 
level Divine Swd, you might not need to raise HP %, 
DEF %, and SPD % above 100. If you started with a 
very low-level Divine Swd, and obtained a lot of below 
average Skulls and Weeds, you might need to use a 
few more Trollies to raise SPD % to 115. 


en 
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Skull 

Stat 
HP 120000 
ATK 60000 
DEF 120000 
INT 140000 
RES 100000 
SPD 50000 
Misc Weed 

Stat 
HP 40000 
ATK 110000 
DEF 40000 
INT 40000 
RES 130000 
SPD 80000 
Skull-A 

Stat 
HP 128000 
ATK 136500 
DEF 128000 
INT 156000 
RES 155000 
SPD 105000 
Skull-B 

Stat 
HP 192000 
ATK 204750 
DEF 192000 
INT 234000 
RES 232500 
SPD 173250 
P 

Stat 
HP 288000 
ATK 307050 
DEF 288000 
INT 351000 
RES 348750 
SPD 285862 
P(z) 

Stat 
HP 446400 
ATK 460575 
DEF 446400 
INT 526500 
RES 531843 
SPD 4359339 
Pa) 

Stat 
HP 588960 
ATK 598747 
DEF 588960 
INT 684450 
RES 696627 
SPD 571008 
P(a) 

Stat 
HP 717264 
ATK 723102 
DEF 717264 
INT 826605 
RES 844933 
SPD 692570 
PS) 

Stat 
HP 832737 
ATK 835021 
DEF 832737 
INT 954544 
RES 978408 
SPD 801976 


pine helerence 


nj 


En 


Eq% 
-70 
-20 
-40 


P[6) 

Stat Eq% 
HP 936663 -60 
ATK 935748 0 
DEF 936663 -20 
INT 1069683 _ 95 
RES 1098535 65 
SPD 900442 80 
P{7) 

Stat Eq% 
HP 1039623 -55 
ATK 1027863 5 
DEF 1039623 15 
INT 1174383 100 
RES 1212363 7 
SPD 994240 85 
PU) 

Stat Eq% 
HP 1402664 -55 
ATK 1365314 5 
DEF 1402664 15 
INT 1561428 100 
RES 1624366 TQ 
SPD 1331453 _ 85 
PS) 

Stat Eq% 
HP _ 1728619 -55 
ATK 1653183 5 
DEF 1728613 15 
INT 1901248 100 
RES 1990012 70 
SPD 1631163 85 
P{201 

Stat Eq% 
HP 2097036 -55 
ATK 1997877 5 
DEF 2097036 15 
INT 2283843 100 
RES 2402515 70 
SPD 1963281 85 
Weapen-A 

Stat Eq% 
HP oer 
ATK 0 130 
DEF 0 80 
INT 0 60 
RES 0 60 
SPD ak Sri 
Weapen-B 

Stat Eq% 
HP 4996741 TQ 
ATK 4522323 130 
DEF 4996741 80 
INT 5169645 105 
RES 5582107 75 
SPD 4575514 _ 90 
Fnl Weap with title 

Stat Eq% 
HP 3993482 105 
ATK 9044658 130 
DEF 3993482 105 
INT 39993939 105 
RES 99993393 100 
SPD 9151028 110 


LA ve lr 


3 


nem maps, characters, and items 
waat rng to be dercevered dt ie dark 
recessies of Phantom Brave, 
inciwaing a feu old friends. 


We also know Kou much it bites 
wien yau re (Tipping through P | 
Boak like ther one, and acctdertally 
stube across a pater. Als ari 
addtrienal service, we ve printed 
this sectton upside derven, to help 
yau seaid doing jest that. 


e (ipoog) “1 inoge zeagdn 
Ájates waas Áoyj ‘pesapisuoo 
sbuIy} [IV “pllomsaujeN au) JO Û in] 


SoAPJS oAISOJdxe pue ssajdey 
au} ojuI pojeuseguiod ‘sJouuIs J 
peop jo sjnos ay} ode SalUUId 

kuurag 


éuny [oAes sun 3,USI “Juau 

-3UOD @ paziJ044o} Ájpopueyajbuis 
oym paoj uoWSP J9MOT-[[NJ AU} 
Ss}! ‘own s,PUOJeN JO Inydins 
peuaxemesl-Ajysaus ‘pousyeam 
oUY J,USI SlYL “WIY JIM BuIjoow 
Js} InOÁ s31 ‘peagsul Ing 
‘yogewes e Inydjns U3im 3uby 
puooes 1noÂ [je> p‚om ‘ÁjneuIpio 


anydjns 


"noÂ Joye 

BuIw0d S,AUS MON “2JIOAI pones 
pue ainydjns pajeajop Ape 
-pueyojbuis - oneIg ay} JolleIS 
"eye - euUDIS ‘obe sie AHlUL 
euuolS 


""Sajljold Joy} JO} odejd ou} se ao 

SoAPo Jeu ‘3sij gOf view ay3 JO NO SAL) 0} UbNOUD 
34995 3,U9JAM Áay} Y9AAMOH 'UOOS OO} NOÁ OJ aUIJÁ4 
-03s ay} Buijrods pione o3 sobed ajygod sappeIeyI UIEW 
au} JO JN0 sJoppereyd aoJY} asoUI Jo) AjleuoruogUl AM 


SAMEN) 
ISEPaS-IKEKS 


her ch piece Jeu Jel VA etat | ï 


“aau} au} JO do} UF WOI 
dn Buiyajzeugs SI0Y abe) vaAAS-ÁHOJ JO HIJS E UIM 
‘xneepJoq 08/ 3e Ino Buixew jun -— UO OS pue ‘08t 

‘Oet ‘09E - Jeu} puohag Jes noÂ p1ode1 Mou Arona 40) 
09 Aq saseauouI piemel sul “XneapIog OOE 396 [I‚noÂ 
‘a109s ybIY Mau Js INOÁ U3IM “duiní pue yoejs Mau 


1 


anoÂ Jo do3 au} 03 qwIjD ‘pJo2eJ aug 3e 30US e oe) OL 


ybnoua jje3 3,usi qsn{ asje Buiyghuy “sdungs 

pue ‘subis ‘saaur Aq pamojjo ‘pepted 3noge jsn{ ose 
S20Y Jobe ou} ‘Aaigeyders Jo sasodind ay} 104 
»oejs e UI UAROB aA,NOÁ sal JO Joqwnu aug Jou 
pue ‘3ybray punose paseq sl Joy Wazsks piemo ayL 


"uJea [‚noÂ 

Áauow aJOW ayI ‘sa0b HPejS oUI J9UDIY UL 
“xneapJoq exe appij e lea UEI NOÁ ‘osnoy s,PUOJEW 
0} 3Xeu aa} UJ JO do} UO sway JO HDeJS ZUeID e dn 
Buijid Ag “Jak sBuayjeyd Jsageanb Inok UO Hejs UEI 
noÁ ‘ajs1 wo3ueyd UO sway BuIdajj0I HeIs NOÁ SIUOD 


iÁes 1 ‘Buoum ‘Buoim ase noÂ ‘siug yuIUg noÂ 
JI ‘Jono ese Bumpejs UI SaanguoApe ANO xUIUF Aew noÂ 
‘yoogabueyg pue [len ammog ay} ponlogel aA,NOÁ Jo HV 


HD) KBL SPUUSS 


“eweb ayI JO 

saposid3 ÁjJee ay} UI USy JJ uodeam 3e94b e soyewu 
JI ‘osje alaymAue Jab 3,UeI noÂ Zeu} [IDs jeiveds e sey 
nq ‘poms Aseuipso ue aylj Hoo) Áew ysDjeus ayl 


"al0YI JSAQ AUF WI 

Saxe UDIYM ‘[oAaf Js Je UoAS ‘yspjeUS ay} BuIuIezgO 
Ájjnjssooons jo eaueuy> %0OT e sey [le opog UL "3 
0} azey UIEIJO UÔIY e U3IM wOZUeYd P aUYUOD ‘sajeF 
IP [PONY oU} SP pJOMS oy3 JO osn BuPjew JO peorjsur 
"Sol BuIMOJU| pue BuIpJoH Jo spe ouy au} INoge 
noÁ yaea3 o3 Ang jim web ayy “dew je4o3n3 paru} our 
Jajuo pue ‘ooge pagsij se ‘lew pod ey} esinboy 


"pedxe 
p‚noÂÁ sadejd 3sej ou} Jo UO UI vappiy Ss, pue ‘pioms 
ysbjeus jeieds ouyI 396 0} eaueYI BUO aAeY ÁjUO NOA 


ES INIUNS) 


yaygo yaea dinba 3,U0M s1ojpeIeyd INOÁ asnedaqg 
‘ameg [eHogng js aUI Joye 3UBI 1 op 0} Jsolseo 
Sl nq ‘own Aue ge jrewopog aug 3INI2od UEI NOA "5 


oge Oije PESOE JOL 5 Junjs her bd 


| gan puotsgod ok pgwepeg 0, 


"jl esn ue NOÁ aJ0Jeq 
abeJOJs WOI 1 UOWWNS eUOJEW AALY 0} paau 
ILNOA [ew apmog 1noÂ wiejp o} dn dwní ‘do3 aug Jy ‘tp 


"zj Ájeseg qsnf [jim 300) s,ysy Jo obpo ay vopeIeys 
uee UO Buidwnf Aq yoezs sIU} dn qWIJD UEI NOA 'E 


“ybIy ssajpeseyd Inoj s,jeur aid 
e axew 0} JUZ0 Yea JO do} UO sJoDeJEYD aSAUY 
x2es ‘asnoy ay} 0} Js9SO[D AN AU} JO 9bPa aUI UO 'Z 


"asnoy 
S,PUOJE| 0} Kou 901} [JP} oUJ JO do UO JojeoH pue 
‘jaIpjos ‘WoFueEYd UMOUYUN 'ZUeYIJAN AUF MOIUL 'T 


tl op noÁ MOU S,9JoH 

“apgeq Bulanp sjaalgo pue suodeam Buijeajs J0j jnjosn 
Asaa sl [lew apmog ayL ‘op noÁ puewwodas am pue 
‘arend pasesag ay} o} ob noA a40Jaq sIUJ Op UBI NOA 


VEND TENPOURN 
AS URO 


ave ht hande delbel 6 ej va an Anse (ef 


dwnf anoA o3 epninje ppe 

0} auojs Buiddajs e se wIy osn uaUF JOO4 ay JO doy 
ay3 UO wig dog “noÂ yz1m Wig Buug pue LoaIpjos ou3 
se yons Vajpeseyd Jaygoue dn Hoid Laises 1 EW OL 
“dozeauj ay} 0} JOO1 au WOS dunf 03 Aal} aq LUPI JI 


“0d OOp ze fe39E JOP Of 3003 MO 


[DIS AAA ebaw ou} saydeo} 31 oJUIS 

‘aweb ay} JO Hejs oUI Je UIIM e JOJ UOdeaM ZUoj|9IXO 
ue sl slu| “Yoogebueyg e uIe9 [J‚NOÁ ‘asnoy s,eUOJEW 
0} 3Xou aa [|e3 ouI JO do} oyg YIPSI UPD NOA JT 


NOOg, REGEN WY 


xneepJog OO} Ude9 0} osnoly 


Ee euose pl Jo Joo.l ops ou0 dunes — 


En A an 


“}l JaA0 Bunjjem 0} pasoddo se ‘dew ayj uo guiod 
uleje e UO puej 0} sAeY NOA ‘dn sdod mopuim e [un 
‘mojeq suonded zoys auyy Áq pazeaipul sease ayg punose 
dwnfí ‘Á\auow ay} oAl9da1 O| “YSeI UoppIY WOS puly 
ued noA alaYM aJsT WOJUPUY UO sJOds onl ale aJ9UL 


AaNON ASU] 


Jopeu [JIM swojl 

asayg JO Aue ssaj ay} ‘web ay} UI ale NOÁ JayHnJ 
ayL “peejs 396 noÁ djey o} sasnuog [nsdjey oxij 910 
ou,Áayl ‘bunjeaig-sweb Apejnonded oase asaug JO AUON 


“Buuojdxe ajnIj e op 0} soJe> OUM aUOAUE 03 ajgejlene 
‘js1 WOJUPUY UO SaANSsePAI UAPPIY Moj e oJP AJAUL 


TS SH 
1© SIEEPEIS 


at 


AO Ta: 


EAA 


“aweb ayy UI sdew exe au} [je aJopdwoo pue puiy oJ peau jj‚noÁ ojuI ayI nOÁ aAIB JIM sabed uaz Buimoyjoj oU.L 


SEU 


"asqqeh/wod'sjoogdwnrargnog:mmm "woz ue Buijeajs ol,NOÁ UoUM aZe1 

je punoj ‘spueoq abessaw Ino Jo UOIJDeS „SUONIPPYV SSaINs INOÁ 40} ejNWIOJ JDeXo ay} pue ‘swojueyYd aug pue 
pue ejeu43, au} 03 31 Jsod EUOJEW 40} dX4 snuoq apeg-sod azejnajed 0} MO ‘uOISNJ 
pue ojul slu} puiy Ájjenguono Buranp Áaualoyyg eugu0D pue Arijlqy 3uSwdinb3 Buiseasour 
IM am ‘sbuiy} ans 3noge uayMm 3S02 EUPEN JO} e/NWIOJ ay} ‘s}eIS aJajdw0d S,X JobuId 
AAISSOSGO AJP AM AJUIS {sal} snuoq a/GISIAUI UIM Seassoq pue QOT [oo] Jorje solus 

-ua BuIjj JO} pouie6 JXJ 32exe ay} ajejn2jed 0} MOY :oJe 

“Ájpewuou eadde sbuIy} _sOUL “apinb ay} Jo 3n0 aAPa) Jsnw am YIIUM SBUIUY 

},UOP YIIUM /-XF UI SAlUUIId MoJ e ale aJay} ‘apinb ay} 3noybnosug papinosd Ájynjabnour 
Aes awos punoy osje am OS ALY AM UOIJEWIOJUI JO _WNJOA bNY ay} azidsag 


reen Sel tal / mf Ê he | wij : 


‘< 
TU MOR LINOG sh REAG] TEEPAS OS JENS 


Reel ete pels | je |J  erseer) 

lele ae jefke | | eem jar se fo [| pam ete) 

EC KC CE CE) IN AC EN OE (0 ECT 

CC ZE OCO OC CE OC ON OO EC CO OE 0 EE 

SezoN wear AT pr ba un wer buy za eey 1  euew vayz mv dog ds d od oweN 

"8 dew eux age suIor ‘nok Buijesauiul Jo sl ys puoy MOU Buiapisuor 

‘Hos peq e oxl| Waas J,USOP AUS 'DALIJ WOJUEYd UI UINJeJ onIsojdxe Ue seu OPÁW Aposdeyy ul vaas Ajsnomnald 
LT | |E |} | nv | sta | sta | sta | oes | oes | grv | gi | k 

L_a [da |U jw |W | Wi | PD [5 | || eee | | , 


pu foejo fe jo je fau je | | pi | or | fo | 5 | 
L__Gds [sat [INT | Jaa [uv | dH | aas | sat | IN} dao [uv | dh Pads sat | INT | Jaa JOUW | dh | 
EEKE BJE UYIMOID SJEIS TA] 


mn KE EN en 


CN CE 
CC mn 


SezoN weer AL pr ba un wor buy za eey 1  euew vayz mv deg ds d od oweN 

“7 den enxd age suror ‘uonisodsip jnjsaayo Jay 32e jay ul Buin oxij Bury} opj e 31 

j,usaop ays ‘AjageunHod “pjlomJeujeN eu} JO quepIso SWIJ-[jNJ e ew0dag seY aULOJ ‘sauIeAL [PBUY pue uissesse JoWOJ V 
Lo | ja jo | 0 |E | 0 | | Tv | SS | Sa | sia | ss | ss | sta | sia |} 
Ld |d| we |M | Wi | Pp | is | ||| || | | 


Lo Ts jelerejejalstjeresjalsjnjels=jeujk?Te | 
Las [Sv | IN | Ba fouv fj dn | ads {sv fiINj Bo fouv fj dn | ads fs fin j aa fou fj dn | 
EEL oe UIMOID SIS TT 


En NEN OEE IT EN EN OE EEEN INL 
stal - |-jefefshejn jeje} | B MA 
Riel iele lepels | | ee ese) 
CC KC CN EN EN | ECN E21 
VE ECC OE EN CCLEEEG 


SaJON wear A pi ba un Hon buy za ey 1 even paga mv dea ds d odhy SWEN 


"7 dew eux3 ae suIor 'je2 pue aq Jay Je saluUIJ JO Aue ue sey [IIS AUS Aigewpe os saop pue ‘eye 10 

Bjo Jeu} Sijn; eUIF ‘Bumjooj 30u say ajlUM Buiybnej pue Bunuiod ‘uewom Je916 e s,9JAU} ‘ploplAAO Je916 Arons puisg 
Le fe jv jo | |t | st } 0 | Tv | oa | 9 | sta | sv | sv | ov | ON | 
Ld de Jow Lu LM | ui |P js ||| ee | | 


5 [ijs |i|sjs jeje jlnJjaere fw je |xj& ||| oe | 
L_Gds [Si [INT J 330 }OUv | dH | ads | Sm | INT J 330 | Uv | dH | ads | Sa | INT | 30 JOU | di} 
%) sieg dina JE MOD SIS TT 


ete 5 DD al 7 ST he 


pel [eljelepejs| jm | je: ters) 
EN CC ECO EZ CO) CI EE CEE 
CZ CC) CN A CO EI ELEN 


SION weer AT pm ba un wer buy za ee 1  euew vega a dag as d od Owen 

),: urof zou saog) 

‘DABIJ WOJUEYd JO puo ons ay ge nok 40j Buigtem sl X-4abuld ‘ebuayjeyd ZewIjn aug pue Auuud ozewnjn ayL 

L_ë Täë të ws} jew js | Ss |} 5 | Ss | Ss | Ss | 5 | 
Ld | dju | U | wi | Ls | || ee | | 


Leo} T ej or fo | oe Jor | se | ero | oe | ow Po Jor J os | OET | 
Ods [SU [IN | 230 | UV [ dH | CdS | SJ IN | Ba [UV [ dr | ads [Sat [IN | #0 | UV | dh | 
EELDE EEE LOSS ||| | 


EN KC CC CO CC) CO EN EC EC 
EN KC EC CEN CES AC EEN 0 TE 
CK ZE CO CN NC CN EN 71 

SezoN weer AT pm ba un wer buy zg ee 1  euew weya mW dag ds d od aweN 

"6 dew e1x3 age suIor “'Sjdadxo auOAUE ZeyM azINb JOU S,9U 
jnq ‘sauewuoplad 91090 Ue JO} SUINJoJ SU ‘PAEIJ WOZUEYd UI ‘Jeyei Jo spuey ouj 3e zeojop siy Jo3je Auuud e JO WIOJ 
au} 03 poyslueq Jamo} sly UI punoy aq pjnoo ay ‘esebsiq ur ‘skep Jopeq uoas sey SIE ‘ajlaINd ET JO ssOq |euIY oUL 

Ls | or I0 | 0 |t | | 0 | Tv | ei | Fu Pu | ov | oh | oN | el 


pa | dju jj WJD js ||| ee | 8 | Og | 


0 Tololejelelelewjelwjelniejejaojejanj | 
te Leer | jas | er [ar {ae jour jen jas je | jaa or dn | 
PEEL EEE enn me 


EN CO CCO CO CC) CO A | CO EC) 

KE KC KC EE EN OC) CON OC EN EE 7] EEE 

A ZEN CO NC) OC EN | EN EC CON ENC BL) 

SezoN weer AT pm ba un wer buy zig ee 1  euew weya mW dag ds d od aweN 

‘G dew eux3 eye suIor “Hls e pul 0} Woos 3,UPD [IJS SSOH-PIIN! SP UMOUXY Áf}uadiND JOU 

JEM U} JoAof e se pue Ja3ybij e se yI0q ‘stamod ajgepiwI0y sIy je ordsag »Peq s1 slUOpY Heg au} ‘soiper UBI Sjeyl 
a joe je | 0 | 0% | tv | « | st | TW | Oa | Oa Fo | sv | Bv | ws | ES | 
L_a | dju ju jj wi | DP | Ss | ||| || | 


DE Telelite lelelelelelelelelie iele le 
CE EC EEC CC CC ECC IC CC EEC EC EN 
DELI Beuman esn (meme) 


eee eee jwls | | &| | njeje ee) 

________ekpelel jgeejelelwjs|- jm | jef Estee) 

deler je pel | | | Pere | v jens) 

CC OZC CO CE) CO {EC CO EN C° TE 

SoJON weer A pi ba un won buy zslq eey 1  euew woya mv doa ds d adr WEN 

“p dew euX3 :1age suIor ‘em unj e ul 3nq “saas ay BulyIkdons Janbuod 03 sJUEM OYM DeIUEWOJPbaW [IAS 

Ue SH 'SSAUYJET JO INOH :BaebSIQ UI pozuswnaop sem pjsomdaujenN aug JO plop sAO ey} ew0daq 0} Aauunol s eye 
Le joa je | |t | | st | Tv | 7 | Oa | ste FP sta | sta | es | Ls |} Er 

Ld | dju ju jj wWw jp }s | ||| Ee || | 


De Telelseleinielelnielsielninieit|e| 
CN CC EEN EC CI CC EC EEC CEC EN CE ECA AC 
DEELT EERE OM | 


"wayg 3Ubnoj noÁ uaym aJaM Áay} jPAa] JoAsgeum JO 
peojsul ’T JAT eq [j,Áeu} ‘noÁ uiof Aayy uaym ‘ÁjegeunHojun 


“pesedaud aow aq jj‚noÁ os ‘Joa 0} 3noge aa,noÂ syI0J 
ayg 0} Jep Jejnormped ou ui ‘noÁ sanposul s3a| ‘sjeAol 

î euxg ay} UO spoob au NOÁ aAIB aM a10Jog 'ysy pue eUOI 
ee -eI\ J9ew 0} BuIeM ale sJojdeseyd aJHOAeJ ANO JO AWOS 

gof Buimojlo; aug ui pageoypu! sdeus eli UE aJayMm ‘ybnoJupjjem Ano Áq pazeoipui se ‘sdew exe uy 
no Jane asauy nok uiof IM 3sa1 aU,L ‘stapeIeyd anbiun 0} UO 9A0W UBI NOÁ ‘aweb uIew ay UoZLAY AA,NOÁ 9IUO 


Ájuo 1noÂ ese ysy pue euoJew ‘sweb ay} uIbag no veym 
SISD) MEBlS//UN 


5 


(laa rag 


JO MOS “jam” 
jeuig pue auuojg 3INIDe1 j‚NOÁ ‘snuog e Sy 


“Ájegeipewwi waug 
aAlney “poly eq Áygegoud (jim esay woene Aue 
Aq uy s,OYM Jejeseyd Aue asneaag ‘punose 
sabewu Hoddns Jsey Aon Jo ajdnoo e daoy 


jay uo ul Hejs noÁ aJ0Jaq YOOg s,9UUOII 
konsap 'euzd UIM sy ‘paJeqwnugno Joy 306 
BA,NOÁ MOU 3nq ’3y611 UMO Jay ul Jerybiy Appeap 
e S,OUM ’9UUOj-J SaALI| JeU.L “SY OM JO AUO 
u3lM auo YIeB ID Ájgegoud ued noÂ os 's.1aj 
-SPW JIaU} 0} pasedwuo JH MOj 306 on, ÁoyL 
“SalUuld ey} UO sN30y ‘UMOP S,eUIJ 9IUO 


Jajse; pakougsap aq |J! ‘sseuyeam Sj00g 
ay} s}ojdxe Jeu) [IIS |PJUoWojo UE UJIM PU 
uy noÂ JT “yjed Jajuso ay} Buluij syidauy AU} 
O3uI 31 SSO} JO HOOG Jay Aoujsap Jaya ‘op noÂ 
JL ang Wey wuesip 0} oge aq 3,U0M Ajgegoud 
noÂ ‘3sJij euI3 IH “SNUOQ %0T IESH e YIIM 
wea} Jay Buipinoad sl oog S,9UUOH oJIUM ‘Pay 
-Jo %0OT ebeweg e UIIM JjosJoy Idaaxo dew 
ay} UO jalgo Avans Bunpeyje sl HOOG SPUI 


“SoAlUX SE 
uans suodeam jsej asn os JueHodwi Ais 
s‚paads “sjpalgo joAal-UIOOT ‘OT Hue SWOS 
UIIM s1ajeseyd [aAal-YI0OT 1NOÁ dinbe ‘dew 
sl} uO aueyI e puPJS 0} JUEM NOÁ JI “OOT 
je Jes sl ana) Wnwixew Jay) ‘uosPaJ WOS 
Joj swojueyd 1noÁ 03 Buruzhue pasny 3,uSAeU 
noÂ JI “dea jonaj 3s-Ij Jou} Yea 03 Jseoj Je JO 
‘sjana „sJoppeseyD Ino zno Xew 0} SUI SAT 


OMG J ri br kh} MOR ae4je Jie UU hah | hl hdd 


ueo.noj-”yeom sl oJNS ay ‘PsofdoAg, Ue_JOJ 


Rt Mie ts ka | 


(way Jo Jazde1eyd OE [anar 
e uo sje3s 0009 ronay Jo 3uajenmba oyz Bujney “6-o) punose aq 07 pauseauoo are s3ejS 
se Jej se aUOJsajlUI P S,31 3nq ‘puIJ6 jana 0} aney Ajmessazau 3,uop nog “pajerndiveu 
Ajtsea aq ue aweb ay) Jo abezs s1ug ze way, 10 JozDe1eyD ouz JO s3EIS oU JEUI 128 oUI 
Jaaa 0} sl sl „'IAT uajenmba,, 0} „JAT Pajdadxa, wiIo3 aug pobueyd on, oM :oJON 


| In co 
geor PIPO pay zoop 


doa JOWI, 


“"aSeUD AAl6 ‘MON ‘JapJo HOUS Ul eye] 
jeagq [‚noÁ ‘Buri sy90Y ebpoq ayI pue Bui 
-WOD sjjads AAN UI daax nok se Buoy sy 


"abue buoy Je 
sdno16 ybno.ug mord [IM UJeAM S,P1O[J9AO 
se ‘dn swojueyd Ino young o} 30u Aur 
“jeep biq ON zepeseud e IJD Inf Argegoud 
[Ley ‘noA Joye sawod ay own Auy “3 Jnoge 
Áasom 3,uop 3nq ‘uiod ewos Je yaene sor 
-uno3 pue Áu} o} Buiob Ajgegoud s,peyer 


“eye o3 
abewep +05/ op pjnoo xoepe xaoY 9bPOG 
dlau) ‘ysy oXIj Jepeseyd buougs poob e buisn 
au,noÂ JT ‘punoJe Buij e43eur OY Ápuey 
esoyj JO au0 asn 0} aa1 [aay ‘papuagui und 
ou ‘31 Bun 3,uade gsní sjDjs jensn ano JT 


“Syoene [nHamod 
jsow JnoÁ Buisn wiy uo dn BueB qsn{ ‘apdwis 
Áneud sjameg slu} ‘UMO sly UO S Jeyej SUIS 
“pesinbea si buljenaj ON ‘eweb aug Bunajd 
-WOD Jayye dew sIUJ 0} JUbIemS O6 EI NOA 


éSJUYMOU JO ajpplw aU} UI 9Jay 
jno Áem Buiop ay sZeUM “Leyen sa! ÁeH 


“uonajdwoo Joye 3s1j dew ay} wos panowes aq jjIM pue ‘oppeq owij-2uo e sl sli :JON 
_ FNVICAYA) INVCAIA 
el eweB our Burseerg :/a poun 
[dew EIJ 


“uongajdwo2 Jeye 3sij dew ay} wo. porowel aq [JIM pue ‘oppeq awg-ou0 est slul zojoN — hs 
JUSY) S,CAOTSAAO 
| dj eunxq Buneduoo :/a Yooun 

z :dep eljxj ceuoun jo euoo zy vod u seed) 


| “Aue anoÂ uiof osje [,9H ‘suaIsjNd Áuuns 
Áyeouersky e s1 eye buneag J0j azid NOA 


“umop [eyed 
axe, 0} age aq pjnoys no ‘payjDj s396 oyMm 
auokue any Ápuejsuod 0} YÔNous Jse SJP 
SJajeaH AnoÁ pue ‘3y Jad abewep 0057 3seal 
je jeop ue sJo3ubIj Jsabuous InOA JH Long 
-awuplue JO uoIsanb e Ajjeas s1 wig bunesg 


“lajeeH Buipuejs 
jse| ay} 0} JXou UbI eye poqwog bul 
-Áid Ájje3uepiode am asnedaqg 92U0 ZU SIUJ 
SO AM “poll ses JOU JaygeI p‚nok oM 
Ápogewos spsemo} [Jeyej Bumjoux pione 
03 ‘ybnoug ‘Ájynjese> s3oys Ano asooyd pue 
Xld “sanbruyIa} jnHaMOd 3sow JNOÁ [je Bul 
-yseajun 210Jaq [IDS JejlWIS JO Yse|S UL 
-INH e UM Peyer waesip o} Au ‘jensn sy 


“eye o3 
ujed ‚nok uo sdwnq poads se anlas nq 
Bury3hue op 0} Mojs 00} 2,Áaug ‘sny[ “sjer 
-sÁug paddinba je oney Ionamoy ‘salUUIId 
ey} "dn wiy joeg 0} saluuIJg s91U3 3UbNoId 
soyMm ‘uiebe peyej Jsuebe dn au,noA 


“peajsui (wou 0} pasny spaam JO 30 
e pey sney jeu} soAeIs 10) spoom [eAal-UÔIU 
esn os ‘aARINpoJdJaguUN0d aq PJNOM SOAIUM 
“peads 1u} eaueyua 03 Asuodeam bupped 
SJa[eaH JNOÁ yIIM ‘MOU Áq OGZ jeA97 punose 
aq [le pinoys swozueyd anox “3ubyj e JO [jay 
e 40j Ul [BS aJ,noÂ 3nq ‘own siy} spoe 
pjeys Aue 3noge Álsom 0} sey 3,U0p nok 


pezojduor si 15 dew BX [HUN shejs dew sur zazon 


FUSV> S,CAOMUO 


E zy eum Bunperduog 4 oor 
BJJXJ 


“Jalsea sbuIU} axe 
Nat ana ‘ngemod Asen (jns sou’ anouym | 
USAF 'MOYSWOS PJOMS sIU JO pl 396 03 Au | 
“SID Jeyej Jopeseys Aue UO onno doup 
0} Ásea aq pjnoys 31 ‘Áem 3eu.l ‘000T ooge | 
spaads aney [je euOJeEW pue ‘suuojt InoÂ 
‘jajeH JnoÁ geu} aans ayew Ing ‘(Jeams om 
‘papuegul und ou“) uied e aq JIM Heyen 


peg sy Je sJajseojjeds oMJ | 
Bumey siy 3nougm yÔnoua peq aq [JIM Heyer Í 
bunybij “euzg pue Jay Uy30q jewwnd 07 UI 
buimes a10jeg ‘eye Plas %0T IESH S31 PS 
0} 00g S,9UUO[L Aougsop ‘Xen oUS ALO UI 
SJU) [IE [ID] ILSIUI ‘ÁjjnJedoH “aau0 Ze wor JO 
je uy 03 (“239 Loyearg punosD ‘ysels JU9ISaU) 
‘ysejS 095) [IDS 32eyjo-eaJe ue asn pue solu 
-Ulld ay} 0} asopp buryJewos 0} USY AUIJUOD 


"Woo ayg UI Jago Asona UO Poyje 
piel; %0T ebeweg pidnjs zeug a10ubI UeI 
noÁ geuj sl sda3s BuijeeH Buiney 0} abezuenpe 
ay ‘ajgsea ay} UO YIJPW ‘Ápea. al,NOÁ UUM 


‘Ájennoedses ‘sybIuy pue 
1SISÁN ‘(S9ALOMeJOM JO IIJUS JO) sJAYIIY 
uo sanijlge say} puiyy uea NOA “sJapeJeyI 
JnoÁ 0} sjDis sda3s buijs pue ‘yuIg BuijeeH 
PENV HMS au} YIeHE 0} JslUOISNI aU} ASN 

»penv Aq 

Ájesoj pemojjoj 103ej 3ueodw! JSO au} 

sl poads aauIs ‘sabuaypeyd jeAaj-UÔIY asaur 

Jo} uodeam Juajjeoxe Ue ale SAAL “2J0J 

-aq ples aA,oM Sy ‘sway nok dn Buiamod | 
pue swij [oAaj ‚stojereyd Ino bumjeaug 
Hejs 0} paau NOA “SaNIAJSS SJSIUOISNJ oUI 
Jo abezuenpe Burjey Hes Ajjeas Oo} WN SAT 

| 


pen 


pe rif Be ISI TE ay3 wo. panowal aq JIM pue ‘oppeq auij-auo e sl sijl :SJON 


‚— TUSV> S,CAOMUO 


z-dey eunxa Bunerduog :/q vooun 
€ :dey eu3x34 


vr” 


“ages jnos dn-pasamod au} uieigo 
0} aaueyI Ájuo ANOÁ sl sIU} OS ‘31 aJojdwor 
noÁ Joye Ájogeipewwl Jo pasojo si dew sy | 


| “SUN SeJUI 40} 
onlje sÁn6 apaij ojtber; asoyy JO UO Buidaoy 
3noge Áuom o} sneu 3,U0p noÂ ‘Áem sIu} Ing 
‘peagsul [le oppog e esn pjnoo noÁ ‘sar 


“3l Ulm Jages [NOS ay} Bunjey 
|__4eeddesip Aguegsui [jim ‘uonpe sj Bunajdwor 
uodn pue ‘euose Jayje un} suo Ob [IM qojd 
euL 4ages jnos ayI 03} gojg-Jagn Ino auIJUOD 
'un} 3Xeu sS,PUOJEW UO “USe|S SUPILINH Pe 
U3IM Jay Wiesip ‘euuals buRUGIY aJ,NOÁ SIIUM 


“IPIS HIERY YIMS IUI 
Ml aA6 0} gojg SUI YIIM JJUSI JO JSYDIY UE 
osny '3} 3e au,NOÁ alum “puo AU) UI 3} YHOM 
le 5,3} nq ‘own awos Ae |L,SIUL "9GR [AAST 
aq 0} Pae [I,3l ‘Op Sl [P9IS SJ JI :G8LT |PAAT 
jseaj Je aq 0 Poou [LN OT Sl JPIS SI JI 
“gegs |eaJs Syl soA0rdw Ájleongewe.p Jeu} onLL 
xue-ybIY e (nok yueyg ‘Znoge Buryjer ol,om 
JeUM MOux am !gojg e ‘saÂ) qojg e anIb 03 
paeu [‚noA 4eges jnos penoudwi au3 396 O7 


“3uby aug Burinp uoIsJon Jeneq au} 
jeajs 0} 3uem Aew nok “u3IM s3ubij oys oUO 
ay} JO UOISJAA Jayeam e SJ! NQ “loy JesJop 
noÁ Jeje sages jnos e noÁ aalb [JiM euuaIS 
“ybnoy3 “episuoa 03 BuIyg 210 ALO SI alu | 


“UIM 0} 9UeYD 
poo6 e 306 an‚noÂ ’1y Aisne yIIM Jay 0} abe 
-wep 0007 Asea 3e op ueI nok Jl ‘ssOH-PIN 
UM sy “sJo3uybij paads-yÔIy Ulm abezueApe 
JnoÂ ssaud ‘zeu} Jory »ppeg bunuby sues 
eys J0Jaq Joy UO SY Bay May e ajinb Job 
noÁ Jol IIAeU.L “ued NOÁ se YPERY YIMS UIIM 
sjopeseys Áuew se auYUOD OS ‘UIN PUO 
-29S Joy [jun BuibuIms es 3,UOM eUUBIS 


“1 MOUx nOÁ a40jeq Jen0 aq 
ILsIu} Yeygoue Jo Áem auo 3ng ‘pels %0E abe 
-weg e y3im dew aug vo Burugksons Bundayge 
SI eUUBIS ‘saA “SHOO[ 1 se peq se 3,USI SIUL 


“uonejdwo2 uodn Afezerpowws pejeos. aq [JIM pue ‘Ajuo own-auo sl [eq SIL :2JON 


MAJ AO CNVTS] 
Bn 


9 :dep e3xd 


“jubrens uweg ‘wear ‚NOA UO MOU SI ssOg 
-PIW ‘saIpe) ‘3ybu s3ey.l “NOÁ Ulm SL02 (JIM 
sIuopy »ueq au} ‘wy Buneag 10 piemau e sy 


“Ájrenguane 3no wy y20UY 0} opge aq 
pjnoys noÁ ‘joys e abewep 0007 Anoge 103 
SSOH-PIIN 3U UEI SJo3Yb IJ INOÁ pue '(2113 aUI 
op pinoys 9004 punose jo paads e) 399) Jlouy 
uo SJajdeseyd 1NOÁ daax ue NOA Jeu} YÔNOUD 
ubIy si peads „ssajeaH nok JT ‘Ino Sy90UY 
SSOd-PIIN ouoÂue oninay Ápuejsuoo pue ‘sau 
3uo4j aur pulyaq sJajeaH Jnok daax Is 
3e61e3-jnw ajbuis e U3iM 3N0 jje way} adim 
‘uiebe pue ‘saluumud ou} Jeeu ysy ouYUOD 


“umo s3l uo ybnoua ajinb s1 3sejg 
aIu0py sly ‘Áemue ’31 paau 3,UsaOp SH 31 
wilejDes 0} Ál} JaAaU jeu Ing ‘Ápogewos Je 
XV SIUY MOJY [IM SSOH-PIN ‘AO JSJIJ SIY SY 


“UM SOM OJ 

SjdajJe pjeuys snosbezueApe maj e sey NOA 

‘KjegeunHo ‘mog ajbuIs e UIIM sJarpereyd JO 

sdnou6 anus HO jI Ájisee ue> pue ‘buons | 
GOS AjgipesauI s1 ssog-Pl “SxDIepIs Áuulid Mej e 

UIIM Ja3ubI [namod Ájesueww! ue s1 JU9U0d 


mi pees „do anoÂ :ouo Ise[ aUI 91 201 e sauby SIUL 


Ì 
hemmen 
vopiseg s,piopan0 au 1e 'p dep erxa aoerden (jas pezaydwoo sr deus sys uauym :zaon 


VICOLINOM 


fr de, eure Bunerdwog :/q xooun 
g :dey eu3x4 


el el mrt RE ven beeren Mes aen Ee ir ‚EE En ES Pr 


Ë 


"Ma. anoÁ uiof jim oek Jeejap Jay uodn 


"g XJ uo aeg Jages jnos 
au} poggeu 3euy3 Abejens qojg-Jegn ewes 
aug asn “oew wo.j sue diuzeg anbiun aug 
qe16 0} aaueyI Ájuo ano osje s1 dew sIU | 


“JeU} 40} [MB OO} S,9H 
“Áed anoÂ uiof 30u jim Jnydjns ‘ou pue:”: 


"UIeIM S,PJOH2AO 
pue s[jDjs aegyaoux UM Buijee wiy puas 
os ‘wy JO sbueI aajaw UIUM sÁPIS OUM 
auokue Aougsap [IM inydjns “ssopeseyd InoÂ 
Jo 3saJ ay} J9A09 ueI Áayr os ‘dew au} JO 
pue Joy3le 03 sJojeey Jo ajdnoa e puas ‘Aay sl 
Buiuonisod Inydins aim 3uby 3sej InoÂ ul sy 


"3 Aougsap Ájjeuopiode 
[IM pue ‘jejshug e 0} 3xou BuipueIs s,OUM 
Ápogewos 3961e3 [IM anydins ‘Apny aa,noÂ IT 
“sjejsÁuD aAIde301d JUZ0 ayI 0} JXou sPalgo 
ojul paddoup aq pjnoys — mou Áq ypeny 


FT IMS aney pjnoys S1o3ybij uiew JNOÁ JO JSO 
ie “lem Buiop au‚noÂ Yjaqwawes pue — swozueyd JAUIO 'UMOP W 
ei ‘oys e abewep 000'S Isea| 3e 10J OPÁW anudjns Mmojs pue 31 Áoujsap ue> ay os “2e _ 
— Buniy aa,noÂ JT ‘sjjpjs Burysiund Jo Aeuse -Ja zx paads ay} Buionpoud jejshig aur OJ lat 
jensn anoÂ u3im ageljejoy “Wauyg 9gesaUIDUI 3xeu ysy ouYU0D ‘opzeg au} JO HeIs AUI IV kans 
== ued oen se jse) se sJajeIEUD INOÁ ANA ' es 
ue> Áay3 os ’000'y ud Jo spaads uyim 1900’zt aseay 3e 3,uose ee ke Ll! 

h Stolen MI he Bend pen stier dlg one INoÂ pue ‘yy Jed abewep Jo s}uIod 
= paxJom ee) agens ide owes 000’oz aseaj ae Burop 3,uase nok 1 ‘apise Pf 
= SURI PESSE Se OL Jeu. “asoM S}Da,J9 oJIJUIAUT oUI SP AJUESINU te 
gi “abewep e jo biq se 3,usse Áouy nq ‘wajgoud e sJe pa 
Jo s}uiod 000’0z Anoge Buiop ‘pyeds ebawg sjejs pajgnop euy.| ‘suo 3s.1j au} se buihouue zi 
ue U3lM Way} jaAaj pue sJojpeseyd JO dnoub se azinb 3,us! inydjns panosdw! pue Mau au} 
fl 


jsasojo ayI Jore 06 [,oyS Inydjns Jo uoIs 
-J_A UMOp-pauoj e ox IQ P SPE OEÁW 


“pepe ajgesedwo SWOS JO 
UIeJM S,PJO[J9AO WOI JY UO YIIM Ánbun 
e doup Ajgeqosd ue> no4 “Mmojs Asaa au, our 
‘oew o} pasedwoo Ing ‘spob se ase Aoyy 
'saA 'Ssajwuey Ájonnejel ade sÁnbung aul 


“URIM DOM 
03 xIs Ájuo y3lm no Bumneay ‘oeh Jesu sl 
ajgejlene sjeym JO JJeH “Jusweugu0D JO} 
esn 0} sjoafgo JO 30/ e sALY 3,UOP NOA JeUI 
Sl aJay abuajjeys ay tesn-II1beW sNOIDIA 
e osje says ‘big xjer Jsní 3,Ussop OPÁW 


ijool AU} 
ubnouu3 s3e3s siy Bunsoog s}2ajJa pjous 306 
soy ‘own poywij e Joy [je JOU Sjeu} Ing 
isjea jeuonippe pespuny ueegouiu 3noge 
Bunods s,ay ‘swin su} pue ‘(pazeoijdwor 
Aan [je st ‘oney noÂ Jo ‘zeug JaygIo ‘jjoM”””) 
peuanje. sinydins y6u sjeyl iÁem biq e 
ul ypeq say asnedaqg ‘any UI a,NOÁ “IaM 
énok Jo} Áses 00} apij e Inydins sem 


"8 XJ Jeajd 0} [nJJamod se aq 
03 aney 3,U0p nok ‘yojun o} Jolsea sl abejs 
Sly} ybnoy3 UoAF “aJoy buIWOd aJ0Jad 8 XJ 
azojdwoo pue peaye 06 03 3ueM 3UbIW NOA 


_"uonajdwo9 uodn Ajazeipawwi pajeas aq [jim pue ‘Ajuo aw1j-auo si ajgeg slujL :oJON 


vus Of 


3 hennen po 
wopueje aj) :Ád 
6 le eIJXJ 


“yolzajdwo2 uodn Ajazeipowwi pajeas aq [JIM pue ‘Ajuo aunz-auo sI ojHeq SIL :2JON 


PR or :sdy eur Burerduog za eon 
f L :dey eu3x34 


4 


er 
Er 


ee Ee nee U tek = en pet sen 


eri 


ES 


TPE BANT 


Is 


eo 
Er 


LN 


6de) eux Buejduog :Ag ooun 
Ol :den e3x3 


"3se0} aQ [JIM 
X dabuId ‘sy 2aUI JO OM} Jo Je946 
y3oq ae UZEIM SPJOPAO SeYET JO 
PAON Jadns sjeeg “euasse anoÁ u su0 
-deam 3saq ay} U3IM Wly UO UMOJ 0} 06 03 
oJ MOU al,‚noÂ nq ‘euoIeW Jarje Buiw0d 
MEIS [SH “[getauInA MOU SI X JabUId 


ezels ogg Kben n 


(C-auo Mau e 
pus pue X Jabuiud 3eaq noÁ Joye dew 
Su} 0} De aWOI UI NOA “aZOWoY AUI 
buijeags 3noge Áuom 3,uop ‘uoljdejj09 wart 
ue ajajdwoo oz buiÂu au, nOÂ JI) ‘o3Oway 
ay} Aousap pue ‘palqo plies 0} Jorubiy 
sag anoÁ auyuog “abueJ JU9WaUYUOD JaU 
episul 3sn{ spuej 31 os 39ofqo aur MOJUI 
pue ‘ajowary ay} spiemo} UEI NOA se 
Je} se Joy _ow 'slejs ampeg ay} UEUM 


“YJeRV HIMS sey 'sl ay JaASOYM 
“jarubij Isaq 1noÂ ge} aans aq 'sJaq INOh 
abpay 0} zsnr “uodeam azewnjn Mau anoÂ 


ne hen 


Jarybiy 3saq InOÁ oAIb pue ‘palqo Zusw 
-auygU0D Mau aNOÁ YIIM PUOJEW dinb3 “uo 
X JabuId axe 07 Ápeas au,nok ‘Arjeuis ‘MON 


“Sag UI 3502 AUF YOM ZOU JsOUIJE 
Sl nq Zeybiy 06 ued nok ‘sones dinb3 
s,uodeam au} UM se ‘sasodind ‚no 40; 
ybnoua poop s1 sjejs [je 03 JoyIPow %09 
y joafgo Zusweuyguog WOJsNI [njtomod 
e Bupjew Hejs pue Mop 3is voy) ‘Ájddns 
wa3l JnoÁ ysluajdas oj su0abUNG Wopuey 
au} o3ul aeg 09 “Joh aUOP ZOU aU,NOA 


"000’00S 
jseaj ge Jo paads e Ugim ‘Mou SLOW 
ay} ul aq pjnous sjejs SIT ‘ong NO 
-paxew au} vodeam uasoyd INOÁ AAD :/ 


“suoyt Áuew 00} axe [1 JeU ING 


“007 se ybIY se ob ueI NOA “%00T 
jseaj 3e 0} soe1 dinb3 aug aA0sdwr :9 


"000'SZT 
punose o3 dn sjejs aseq s}! 3956 03 Aij 
“uodeam uasoys InoÂ uy3im buijears 
uaaq an,noÁ swart asayj [je UIQWOD :5 


“ann aanleg au} 31 oAI6 pue ‘A1oguorul 
JnoÁ wo.y JueM noÁ uodeam Aue old :p 


“3 ysiueq euoJew oAeY pue 
‘ann eunjled e UIM Japeseyd e a3PAID :E 


“sasnuog s)l 
jno xew ued noÁ os ‘api JueY-UÔIY 
ewes aug suoobuNg asauI JO ILS ANID :Z 


“ued nok 
se s}dalqo [aAaj-ybIY Auew se buijears 
‘suoabunqg wopuey maj e ybnoJU} 0D :T 


radiaes au} 
SaleH “uoISNJ PUe sap} JO UOReUIgWOD 
e Buisn ‘ajgissod uodeam 3sabuous aUI 
ejess 0} sl sl} Bumnalyze o} Aar oUL 


“saA0lb ppj au} JO 
xe} 0} AWJ 5}! °X JoDUIJd JeaQ 0} puagul 
noÁ Jr “uosJed apij ‘esojaq Buixew 3e3s JO 
yjed ay} uo adam noA 3ybnoyg Ajuo nok 


waug pulyag 
BJAYUMSWOS WOI} pajesauab Burag seur 
Page Auyqioumur ue sey Wom JO [je 
‘aguo je sjeeg uz bunyby auibewI ‘si X 
Jabuid Buoijs Moy Jo eapi ue NOA anib 
OL “Ágisougsuow sl} Je}unoduo 0} oSe 
sly 0} Uunjel ‘jeeg 3esjop nok Joyy 


En Ee ere re 4 De 


Bg sc ars ptn pu (ap so 66 genog alg) 


"…Buisslw sl BuIyJewos Jeu} sW9IS IT ‘nok 
uiof [jm Jjeswuiy jeeg ‘snouHopIA au‚noÁ UeU Mm 


un} aU0 
ul sJojppeseud UJOQ ola] 0} opge aq J,UOM 
no pue ‘jog waug (ID JIM jeeg ‘op Áaug Jl 
esnedag Yayzo Dea JO UPOY UIYJM SWOI 
SJanpeseyd INOÁ Jaf ,U0Q ‘Solp ÁApogewos 
/sjpe ay uvoyYM asnedag ’s,jeeg JO UIPS UAAM) 
-aq ul UIN} aUO JsPaj Je 396 stajeay 1noÂ 
[le aans ayew 0} sl aJay Jefgo ay] ‘ajqIs 
-sod se Je} se jno peaids sJoppeseyd 1NOÁ 
aAey ‘uinj puodes e sjob jpeg own oyI Ag 


‘Ápuey sl osja 
JoAajeUM 0} SJojeay Maj e pue ‘oall ou 
0} bew Hoepe ue ‘syDoY oUI 0} Stoyvene 
2JOW OM} BUIJUOD “3} OJUI JopeseUD JSobUONS 
anoÁ 3nd pue ‘31 sso} ‘oafqo zusweuguog 
wojsna INoÁ UIM euOIEW dinba ‘MON 


“1J_A0 HeIS 
pue jasay ‘06 0} poob aa,nok ‘abewep JO 
sjulod 000’00T 3seaj 3e pip qsn{ ay 41 346 
ay} JO Hejs ou Je 99U0 jpeg PWS pue dn 
un. Ápogewos aney 'sJajem ay} 3s9} 03 IsnC 


"JOL 
ewos Way Js00q uoY, “burueaw je asOI 
SJaqwnu [pun sjejs buijsoog deay “Jay 
Ingeamod pidnjs Oupyje} 21,om "IUÔI sgeuL 


"%0S ISeal Je Aq DEI 
-JV pue poads s,Jojpeseyd e 3s00q pjnoys 
yalyMm ‘sjpafqo zueweuyguog Wogsna UMO 
noÁ Bupjew Hejs noÂ aJOjaq SI SIUJ JO [IV 
“000’st pue 000'se uoomgeg spaads aney 07 
SjopeJeyd AnOÁ [je peau osje [NOA 1aneg aq 
plnom 000’0Sz pue ‘000’scz 3seaj 3e Jo 2e3 
-)y ue peau no, “ssaqwnu awos YUNID S,J91 


“um e 3no yeanbs 
0} ajge aq Ájeseg Isn{ pjnoys noÂ ‘suodeam 
0005 [ana] buIppolm ,0YM sJaDeJeUd 0009 
[ens] UM wiy Jaye ob nok JI ‘aJauy dn 
Aem ““aa,Áay.| “sje3s sly se yoNw se JOU INQ 
‘Áppees ‘bunjooys JO Pum] SAT “SIU} MI HOO 
o} jeeg Buippedxe sem auoAue YUIUF J,UOP T 


El 


TUSV>) TVVE 


+000| Jo ‚ Áueuz we jm voebung wopuey 2 „eef: 


Pulg alg UO 


Xoorn 


(rgsnu ey -deur ug zo veusoo fis enop ‘dep euxg 


er 


alb var be Bfficuit, tr ve mrmaged, mhowak, 
def mon met ne pet eer data om io ven, 


Every hall eerer oee, ded ortry character va 
hi dk game appears Aere (ecrpt dÀt sacret wars) 
Ì mik al she wambers and dard au meed 


He Arce EE 


DIT MINES 


Poten aen Orched wei Baeken G-7. Deere mee a 
Ben ocen. mari Pall arte ol heen 0-7 
Marken wai bac ihre sE the pend bnn meten 


wete “pier” 


FE 


E/B Notes 


+51 +5 | 45 | NE 


1 Name: The title's name 


Z Stat Modifiers: Amount by which the title 
affects each stat. Shown in % 


3 Property Modifiers: The number by which 


properties are affected. Since in the game prop- 


erties are displayed as letters, we have given 
them numerical represenations, and change 
rank according to the following rules. 
F=1-3 E=4-6 D=7-10 
C=11-14 B=15-17 
A=18-20 S=21 or higher 
Combined with the Job data from page 219, it 
should be simple to find out what kind of title you 


need for a property Rank Up. 
dé) Experience and Money Effects: These 


numbers are displayed in-game as EXP and 
BONUS (these two values are always the 
same, with the exception of titles of random 
dungeons). This affects the experience, 

BOR, and mana received when a character is 
defeated (or an item is destroyed). Be aware 
that this only affects the experience of the 
one who is defeated. The title of the character 
who defeated it doesn't affect the experience 
at all (see page 18). Items with EXP bonuses 
will also yield more EXP after the battle when 
characters are confined to them. 


Name HP ATK DEF INT RES SPD 


B Notes: Skills and resistances given by the title. 


If it's special/unique, there will be a * next to 
the explanation. 


$ Rarity: Rarity and difficulty to fulfill acquire- 
ment conditions is indicated by the system: 


A: Only found in random dungeons 
on floors 11+ 

1 Only found in random dungeons 
on floors 31+ 

s: Only found in random dungeons 
on floors 61+ 


Enemy titles are titles you can't get. 
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The important characteristic of Short Swords is that their SPD Equip Rate is higher compared to swords. They are the 
recommended weapon for jobs where SPD is most important, until you can buy Dark Weapons from the Merchant. 
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1 Name: The Item's name. & Confine Ability (%): The 
modification to a character’s stats 
when confined to the item. The 
character’s collective stats are 
modified by the given percentage. 
Can be enhanced with combina- 

3 Stat Increase: This represents tions. 
how the item's stats increase 
when it gains one level. SPD only 
increases by half of the listed 
modifier at each level up. Since the 
increase amount for special weap- 
ons fluctuates as they level, their 


5 GUARD (%): The percentage of 
any damage/healing effects that 
the equipped item absorbs. The 
higher this number the higher its 
recovery rate as well. 


2 Rank: The item's rank (different 
from Title Rank). Special weapons 
don't have ranks. 
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7 STEAL rating: The higher this 
value, the harder it becomes to 
steal, and the lower the Obtain 
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, 20) 

Rate will be (see page 20). _=GoldKtna {10} 13| 16| 10 | 10 1-20) 
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0 | 


5 Equip Ability (%): The percent- 
age of the item's stats that are 
added to the character when 
equipped with the item. Can be 
enhanced with combinations. 
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& Learned Skills: Skills the item 
can learn. The number cor- 
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amount will be listed as such. 


1 ID: Corresponds to the skill 
numbers explained in part 8 above. 


Z Name: Skill name. 


3 Type: The skill type. There are 7 
in all (Physical, Energy, Elemental 
Magic, Physical Magic, Space-Time, 
Stat Altering and Healing) cor- 
responding to their icons (see the 
Skill Data lists starting on page 
200 for details). 


B. Physical 

ö. Energy 

B. Elemental Magic 
Ë. Physical Magic 
ö. Space-Time 

@. stat Altering 

B. Healing 


& Power: The skills power. 


There are 7 total ranks 
… (S>A>B>C>D>E>F). 


NET Cru Tralee 


BSP: The skills SP consumption 
per use. 


Ó Dependence: What stat the skills 
power and effect draws from. 


Draws from six stats: HP, ATK, DEF, 


INT, RES, SPD. Skills that don't 
(support) are not dependent on 
any stat. 


7 Attribute: The attribute the skill 
does damage with. Can be fire, 
wind, ice, or no attribute. 


& Effect: The skill's additional 
effects are represented by icons 
used in the game. Status abnor- 
malities are included as well (see 
page 200 for the complete list). 
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mi. Unequip Target 


responds to the “Skill Table Key” 
described below. 


©) Needed Mana: Basic rate when 
forging or combining this skill. 
The needed mana can change 
based on item compatibility or the 
Fusionist's level, so only the basic 
rate is shown. 


UO Target: Target of the skills at- 
tack/effect. Single or multi. 


Tl Notes: Effects other than status 
abnormalities and special effects 
that occur when you use this skill. 


Skills highlighted in pink can not be 
combined or erased. 


Nutt | eer EEE pl j El Arrr fe E Are 


B 
5 ros |E 6 
6 |Groundbreaker FF) 9 
7 |ealeslash | 


ar [puree aen [ec u | am |_— | 
az scent san [je | 20 | am | Fre | 


| 13 |Aura Blade 0 
14 {TwinBeam JO 
15 (Delyedstrike VE 
16 |oelestalstasn [B 
ECCE 
ETE 
19 Furicane ut VE 
20 Vacumslash IMC 
2ijspralsash MB 
L22|DeathBaloon JMC) 


en 


ITEM DATA 


DT 
EE |_Swords 


DRDATA 


The most balanced weapon for physical attacks, swords increase HP and DEF in addition to ATK. 
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Axes have the highest ATK power, at the cost of a big SPD penalty. Ideal for taking out single targets; axe skills also 
reduce DEF. 
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Spears have ATK on par with swords and also boost INT and RES, making them suitable for magic fighters. 
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‚WEAPONS | Hammers / Dark Weapon Aue (Hammer) / Sword (Dark Weapon) | 
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These weapons come with sword, spear, and axe skills, but you're better off using one of the dedicated types instead. 
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High ATK and SPD makes this an ideal weapon for assassins. Just hope that your target doesn't survive your first attack, 
since the Dark Weapon lowers your defenses. 
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Good for magic users with low DEF, attack staff skills also lower your targets’ SPD. 
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‚WEAPONS | Staves (Support/Healing) 


These staves are excellent for Marona. They'll give her something to do besides Confine. 
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Magic Boost 
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Books offer most of the standard elemental spells. They're the best INT-boosting weapons, but don't provide 
DEF bonuses. 
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Sword (Heliotrope, Shiva, Snakish and Soul Saber) 
Staff (Catnip Cane) / Book (Change Book) } 


Statistically, these aren't the best weapons, but they're valuable for the unique skills they provide. 
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Snakish: Easily missed in the tutorial battles; a great first weapon for Ash. 
Heliotrope: Carries a skill of the same name, which is useful for taking 
out bosses, 


Shiva: Comes with Dark Eboreus, so it's better than gaining 100 Dark points. 
Catnip Cane: Comet Shower is an excellent multi-target non-elemental spell. 
Soul Saber: The only way to get Burgundy. 

Changebook: The first weapon you can get. Great for Witches. Also used for 
transmigration. 
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OBJECIS | Trees 


IATA 


These provide elemental spells in the Physical Magic category. I know. It's nuts. 
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‚ CBJECTS | Weeds / Flowers 
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You may look a little silly, but they offer Physical Magic skills and a respectable Speed boost. 
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Some of the best Physical Magic spells come out of Flowers. 
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‘ OBJEGSIS | Muehrooms / Sunflowers 
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These are clearly bad mushrooms, since they seem to poison people. 
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For multi-target fire spells and a big boost in INT, equip a Sunflower. 
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CBIECIS | Cacti/ Pumpkins 


ENTS: IAA 


Paralyze multiple enemies and increase your attack, but it'll cost you DEF. 
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Tasty in pies and deadly in a fight. 
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Great Physical weapons with a grab-bag of skills, but you move like… well, a rock. 
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These grant you amazing powers and even more amazing SPD penalties. 
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These are obviously bricks of plastique. Equip one for some versatile Physical attacks, and a few surprises. 
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A Dead Tree provides skills based on RES, in exchange for a high HP penalty. These make good weapons for Blobs. 
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‚OBJECTS \ Stumps / Driftwood 
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A blend of Physical attacks and magic adds up to pure offense. 
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Driftwood makes lousy Confine fodder, but great weaponry. 
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OBJECIS | Fish / Starfish 
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Slap someone around with a large trout. Shark Bite is a powerful multi-target ice skill. 
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This ninja-style sea life wields paralytic skills. Wield a Starfish to boost ATK and SPD. 
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This yeasty morsel serves up delicious Healing. 
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Frankly, it's more useful for transmigration than as a weapon. 
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ITEM DATA 


‘ OBJECTS | Vases / Treasure 


MASERDATA 


Anything could be hiding inside, including huge RES bonuses and Stat-Altering offensive skills. 
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Buy your way out of trouble. Treasure Chests are perfect for Titlists and other Space-Time masters. 
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To raise your HP, lower your DEF, and send angry plants after people, equip a Seed. 
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Their skills are weak, but Barrels provide excellent bonuses to HP, ATK, and INT. 
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‚ OBJESTS | Skul/ Bone 


SKODA 


An Energy fighter’s best friend, but you'll have to compensate for major HP and DEF losses. 
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Sure, you've got no HP, DEF, or RES, but all your skills drain HP. 
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What they lack in Physical power, they make up for in hilarity. 
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These are great weapons, but don't expect to get a turn very often. 
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A rare vehicle for massive Speed enhancements. 
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A surprisingly effective weapon for an Elemental spellcaster. 
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Lowers DEF and teaches explosive Energy skills. Great for kamikaze runs. 
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No negative equip/confine rates and a powerful, yet suicidal, skill. 
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OBHECIS 


CBIECUS | Phonograph / Candle / Hourglass interior | 


IATA 


Slows you way down but increases INT. 


\_Pot / Water Can interior | 
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Daze your enemies with a Pot over the head. 
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1 Name: The skills name. Dele Attack Range: The range of effect for 


the attack. (All measurements in dm). 


5 Limited: Skills that can only be used 
when conditions about who knows the 


2 Power: Ranking of the skills power. skill are met. 


This is ranked by letters of the alphabet. 
S is the highest and F is the lowest 


5 Area: Shape of area of attack. 
S (Self): The character himself has to 


On eaDaen): gates eine Ws 8. Cylinder know the skill in order to use it. You 
effectiveness won't change no matter who ®. Sie can't use it if you've equipped a charac- 
uses them (like Support skills), the skill 3 7 Rem that knows the sli 

power isn't listed. Y. Pyramid 


E (Equip): You must equip a character or 
item that knows the skill in order to use 
it. Even if the character himself knows 
the skill you can't use it without this. 

B (Basic): Basic skill of an item or job. 
Basic skills of equipped items take 
priority over innate ones. 

€ (Combination): - Skills you can use 
by equipping another character who 
knows the skill. You can't use it by 
combining with an item. 

None (-): No conditions to meet to use. 


T® Distance: Length (for pyramid), 
distance from the character to the center 
(for cylinder) or radius of the movement 
range (for sphere). 


3 SP Cost: How much SP is consumed when 
you use the skill. 


EEC TIN S 


&) Dependence: What stat influences the 
skills power. Skills with Support effects 
aren't dependent on stats. TU Range: Radius (for cylinder and sphere) 


or width (for pyramid). 


1” Vertical: Represents the altitude of 
where the character using the skill 
is standing (page 16-17 for details). 
Altitude is calculated as the height from 
the center. Attack will be in range when 
the average of the character’s height and 
the center point of the area of attack 
is under this number. *With a cylinder, 
when range is 0 it becomes a single 
target attack. 


B Attribute: Reflects the attribute of the 
attack. The four types are Fire, Ice, Wind 
and None (-). 


Ô Additional Effects: Things the skill can also 
do under certain conditions. When combining 
special effects that increase and decrease 
stats (i.e, “DEF+10%”) the upper limit you 
can reach is +100% and the lower limit is 
-50%. Effects such as Mana Up, Experience 
Up and BOR Up (those which give +20% 
per use) have a limit of +1000%. See chart 
below for details. 


T$ Learnable with: What/who can learn it. 
Jobs and items are represented by their 
icons in the game. Icons with an * indicate 
an Enemy Only skill. Icons with ° indicate 
the skill is only learned by Dark version of 
that job. Skills which can be learned by 
equipping certain characters with certain 
items or characters will be displayed in 
brackets. Example: 


Li + 1 


(Fenrir or Cerberus + Tree) 


3 


For more detail on the range of these attacks 


see page 16-17. 
7 Needed mana: Mana needed to learn this 


skill when forging and combining. When 
transferring it will change based on the 
Fusionist level and item compatibility. 


19-15 Use conditions: Conditions you need 
to meet to use the skill. They are 
explained below. 


Some skills can be learned by using titles, 


Unarmed: Can use while unequipped. 
De a so these are also indicated. 


8 Target: Number of targets of the 
attack/effect. 
S: Single target skill 


M: Multiple target skill 


er ABe Erreers CHART 


Equip: Can use while equipped. 
1 Equip EP T/ Notes: Additional information about the 


skill. Effects which alter stats by a 
percentage will be listed here. 


w Paralyzed: The afflicted character’s dm and SPD go down. 


se E Absorb: The skill heals its user while damaging its target. (Chomp) (Fireworks) 
4 Amnesia: The character cannot use any skill that involves spending ® poisoned: The afflicted character takes damage every turn. 
SP. (Fire Prison) (Spores) 


” Restore HP: The target regains some lost HP. (Heal) 

5 Revive: The target is brought back to life after being KOed. 
(Revive). 
Suicide: The user's HP are reduced to zero. (Suicide Bomb) 

Pe Sleep: The afflicted character will not get a turn until he wakes up. 
(Sleep Powder) 
Transport: The user will be moved a certain set distance when he 
uses a skill with this effect. (Delayed Strike) 

E Unequip Self: Using the skill disarms the character. The character 
must be armed to use the skill. (Dodge Rock) 

El Unequip Target: The target of the skill may be disarmed. 

(Hurricane Slash) 


“5 Cure Status: The target loses all negative status effects. (Espoir) 
Là Dazed: The afflicted character cannot earn EXP. (Summon Attack) 
_… EXP Up: The target is worth 10% more EXP. This can be inflicted 
repeatedly, and is cumulative. (EX Punch) 

A2 Gamble: Most attacks will miss the afflicted character, but if one 
hits, the character is KOed. (Barrel Shuffle) 
Knock Back: The target is moved backwards on the map. Many 
Physical skills inflict Knockback in various degrees. (Flying Bomb) 
Mana Up: The target is worth 10% more Mana. This can be 
inflicted repeatedly, and is cumulative. (Mana Punch) 

_… BOR Up: The target is worth 10% more bordeaux. This can be 
inflicted repeatedly, and is cumulative. (Mega Bonus) 
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Den — 
ATK Physical-based humanoids (except Archer and Owl Ninja), 
bosses, plus a few monsters. 
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EREREY SiS 


Energy skills charge your weapons with power, to strike multiple or distant targets. 
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Healing puts an ally back together, or takes an enemy apart. 


Name P SP Dep Attr Effect Mana T Area Dist Rng Vert Un Eq Ltd Learnable with Notes 


CEN GC) EN NN EEC SC 
mang ese [__ | lsjofajelsjelej| Jm 
eren [efafes| |__[relofelsjrjelel| | 
mense las) | mhsjjamje) || 
opte poles) —___[eolofelnfaslele-|o oo meme | 
me leje beffie | 


g leame lefesl J__ [afelofsjajmf Jeje | 8 


tn efefesf —___[erlefe |asfele)- [irr me K 
CEE CE EEn 


SE 
lor 


wear ee ra jr UA Ön re Bran 


Name P SP Dep Attr Effect Mana T Area Dist Rng Vert Un Eq ltd Learnable with Notes 


houriret_|Afzajs|-|e  jrmflefojefwljej|s [rene 


MEAN (STIG 
INSSME SKUUS 


Passive skills are always in effect. They can fall under any other skill category, but are listed separately here 
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Job title: The job name. 
2 Face: A character’s graphic. 


3 Starting Values: A character’s 
stats at 1st level, plus or minus 2. 


£& Growth Rate: How much each stat 
increases as character level goes up. 
SPD increases by half the listed value 
at each level up. 


B Equip Rate: The percentage of 
the character’s stats that're applied to 
those of anyone who equips him as 
an item. 


5 Properties: A character’s base skill 
proficiencies. These can be changed 
with titles. See page 28 for details. 


7 Cost: BOR needed to create this job 
with a rank 1 title. 


or 


7 Res. (Resistances): Only appears 
on bosses. Resistances to attacks 
by weapons with certain additional 
effects. 
ALL: Guards against all abnormali- 
ties, stats cannot be affected 
STAT (Status): Guards against status 
abnormalities 
D/R (DEF/RES): Unaffected by 
DEF/RES Down 


& Other Stats: Stats for each job. 
St (Steal): Ability to steal items. 
The higher this number, the harder 


er LR en Tele 


Thee rostrern For sorTral haractern ard 
bnn ee Hee waere, oac Coa in eeh 
For zarmal marmers, wed Boe mw orks 


Nama 1 


it will be for enemies to steal from 


the character and the easier it will be 


for the character to steal from them. 
Obtain rate will also go up. 

Gd (Guard %): How much damage 
will be diverted to this character 
when you equip them. 

Rm (Remove): Number of turns 
before character is removed from 
battle (O0 = never removed). 

Mv (dm): Job's movement rate 

Th (Throw dm) - How far the char- 
acter can throw items. 


Jm (Jump): How well they can jump. 


The S>A>B>C>D... 
how high. 

BP (Money given): Parameter that 
determines BOR earned when this 
job is defeated. 

EP (Exp given): Parameter that 
determines EXP earned when this job 
is defeated. 


scale indicates 


9 Skills: The job's main skills. See 


details on the skill reference, page 200. 


Name: The skills name. For passive 
skills whose effectiveness increases 
with skill level, the character's initial 
skill level is indicated in (). 

Type: Skill type 

P (Power): Base damage done to 
target. Ranked on S>A>B>C>D... 
scale. 

SP: How much SP is consumed 
when the character uses the skill. 
DEP (Dependence): What stat influ- 
ences the skills power. 
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Attr (Attribute): Attribute of the at- 
tack. Fire, Ice, Wind and None (-). 
Effect: Extra things the skill can also 
do under certain conditions. 
Mana: Base Mana needed when 
forging or combining to learn this 
skill. For characters who can't act as 
a combine material, this will always 
be None (-). 
T (Target): Number of targets of the 
attack/effect (Single/Multiple). 
Area: Shape of area of attack. 
Dist (Distance): Movement range 
(in dm). 
Rng (Range): Radius or width. 
Vert (Vertical): Altitude. 
Un (Unarmed): Can use while 
unequipped. 
Eq (Equip): Can use while equipped. 
Ltd (Limited): Special limits 

s (Self) 

E (Equip) 

B (Basic) 

C (Combination) 

None (-) 
Lv: The level at which a character 
earns a skill, If the skill is learned 
by equipping an item, this is listed 
as (-). 
Learn: Indicates when the skill is 
learned by equipping something else. 
Notes: Same as skill data, plus brief 
descriptions for some of the skills 
that aren't self-explanatory. 
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An Interview By You 


For this guide, we wanted to include an 
interview with Nippon Ichi, but we wanted to 
be sure we asked the all the right questions 
— the ones that were burning in the fans’ 
minds. What better way to do that than to 
let the fans ask the questions themselves? It 
seemed reasonable to us, so we posted an 
invitation on several public message boards, 
for people to send their questions to us and 
be answered by NIS within this quide. 


With a bit of luck, we were able to have the 
questions answered personally, by Phantom 
Brave's Director and game designer — 
Yoshitsuna Kobayashi. 


For the following questions, we divided them 
into categories and included the screen 
names of those who did the asking. 


The Present 


(Mitsukai William) Was Ash's design based 
on Laharl's? 


Mr. Harada, who previously worked on 
Disgaea, was the illustrator for both. 
However, no, Ash is not based off 
Laharl. 


(Kenneth Sutanto) What's the idea behind 
linking Disgaea characters into the Phantom 
Brave world? Is it some kind of an “Easter 
Egg” from the game? 


Yes, exactly. 


(Kenneth Sutanto) Why does the “Archer” 
class in Phantom Brave look exactly the 
same as the one in Disgaea? 


Since the Archer was a very popular 
character in Disgaea, we put her in as a 
guest appearance. 


En ak af 


Yoshitsuna Kobayashi 
Director, Phantom Brave 


(Kenneth Sutanto) What was the main rea- 
son for putting Pleinair into Phantom Brave? 


Pleinair is very popular, so we included 
her as a character to symbolize NIS. 


(Griffin) Are the universes of La Pucelle, Dis- 
gaea and Phantom Brave connected, since 
they seem to share certain characters? 


The universes of La Pucelle, Disgaea, 
and Phantom Brave may seem similar 
because the creators are the same, but 
they have no connection. 


(Master of Monster) How long does it take to 
make a game like Phantom Brave? 


Approximately 12 months. 


(Master of Monster) What's the hardest part 
of making a game like this? What's the 
fun part? 
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Hardest Part: Debugging the game, 
since there is so much to go through. 


Fun Part: The entire game develop- 
ment process is fun. If the creators 
can't enjoy creating the game, you 
can't make a really fun game. 


(sfox8) Are the monsters and characters in 
your RPGs based off of anything in real life? 


Some are and some aren't. We will 
base any design on real life if some- 
thing is interesting enough. 


(cosmo babylon) Yuichi Harada and Yoshi- 
haru “Ryoji” Nomura are two of my absolute 
favorite artists right now. How long have 
they been with Nippon Ichi? How did they 
come to work for the company? 


They are former NIS employees work- 
ing independently. We receive priority 
attention from them regarding artwork. 


(DeadToRights) Is there anything that had to 
be edited or removed for the US market? 


No, there is nothing we left out. Both 
English and Japanese dialogues are in 
there too. 


(yazarc) Naturally, Nippon-Ichi must be ex- 

cited to have a North American branch now. 
Was this a decision that they were thinking 

about before the success of Disgaea and La 
Pucelle in the US? 


Yes, we are very excited. Plans to open 
a US branch began in early 2003. The 
unexpected level of success of Disgaea 
and La Pucelle has definitely had a 
favorable effect on our start-up. We 
thank Atlus and Mastiff for their help. 


(xtrizz) As you may know, the growing in- 
trigue with Anime style products here in the 
western part of the world is making headway 


for gaming products. Do you forsee this as a 
great way to market your products? 


Of course. That is why we felt it would 
be a good time to start up our US 
subsidiary. 


(RedCoKid) Why did you decide to place a 
larger emphasis on user created characters 
in Phantom Brave than in Disgaea or La 
Pucelle? In other words, why are so many 
unlockable special characters only available 
after the ending? 


Character creation is one of the ways 
this title gives the player freedom. 
Many unlockable characters are avail- 
able before as well as after the ending. 
We wanted our players to be able to 
continue to enjoy the game even after 
the game ends. 


(RedCokKid) Why do you use 2D sprites 
instead of 3D models? 


We feel the expressiveness and warmth 
of 2D graphics cannot be replicated 
by 3D. 


(RedCokKid) Do you feel pressure by gamers 
or the gaming industry to use 3D models 

to increase consumer sales or to earn easy 
product approval? 


There is no pressure because we realize 
that there are gamers that prefer 2D. 
The quality of a game is not determined 
by 2D or 3D. Some games might be 
better off 3D and some are better off 
as 2D. NIS does not say “No” to 3D 
because we will use 3D for titles best 
suited for it. 


(RedCoKid) All of Nippon Ichi's RPGs (includ- 
ing Rhapsody, Angel's Present, La Pucelle, 
Disgaea, and Phantom Brave) share a pow- 
erful theme in which young teenagers cope 
with the loneliness created by the death of 
both parents by making new friendships. 


Why do you choose to revisit this theme? 


We usually try to create a flow from 

a normal life, to a tragic incident, to 
the beginning of the game. We tend to 
begin with a tragedy, because then you 
get to know the game more quickly. 
Basically, though, the story’s style 

is based off of the scenario writer's 
preferences. 


(RedCoKid) Also, NIS RPGs tend to have 
bittersweet endings, as opposed to other 
games’ happier conclusions. Why is this? 


We try to make happy endings, but 
we feel a normal happy ending lacks 
punch, so we like to make it a little 
more interesting. 


(Geo15) Seeing as how Rhapsody, Disgaea, 
La Pucelle, and Phantom Brave are all 2D 
RPGs, and the fact that Disgaea and La Pu- 
celle both sold well in the American market, 
do you think that 2D games can still sell well 
in this generation of 3D games? 


Yes, as mentioned above, game quality 
is not determined by 2D or 3D graphics. 
As long as we keep developing titles 
that have our fans’ approval, we will 

do fine. 


The Past 


(Mitsukai William) Disgaea's style reminded 
me of The Nightmare Before Christmas. Was 
that an influence? 


It's possible I might have been influ- 
enced, since I love that movie, but 
story-wise, no, I don't think so. 


(Golden Philemon) How well was Phantom 
Brave received in Japan in comparison with 
Disgaea and La Pucelle? 


Phantom Brave's warm story and game 
system was received really well. 


Ei 


(Disgaea Fan) How did you come up with 
the idea of having a game take place in the 
netherworld? It really is a refreshing change 
from other RPGs. 


The Netherworld was a convenient 
way for the creators to come up with 
extraordinary settings. It allows the 
creators to use their imaginations to 
their fullest extent. 


(Master of Monster) How many games has 
NIS released and when was the company 
founded? Which consoles have you devel- 
oped for in the past? 


A total of twenty-five titles: five for 
PS2, fifteen for PSOne, and five for oth- 
ers (PC and Saturn). Our company was 
founded in 1994, 


The Future 


(Disgaea Fan) Is there any chance of devel- 
oping another game featuring Laharl, Etna, 
Flonne and Vyers/Midboss? 


There is a possibility, but we have no 
plans right now. 


(Travis Harville) Are you planning to make a 
game where the casts of La Pucelle, Disgaea, 
and/or Phantom Brave join forces? 


We have no plans at the moment, but 
your idea might come true in some 
form. 


(sfox8) Would you be interested in starting 
a series based on Disgaea, sort of like Final 
Fantasy? 


We are interested in a series. The 
Disgaea World will continue to be used 
for the future. 


(sfox8) Are you interested at all in MMOR- 
PGs? Do you have any plans for one? 


We are interested in it, but have no 
plans yet. 


(Kenneth Sutanto) Are you planning to link 
Phantom Brave characters to any new games 
in the future? 


Not at the moment. We might include 
the characters in other titles as guest 

appearances. If we decide to develop 
Phantom Brave 2 they might show up 

in there. 


(yazarc) Is Nippon-Ichi going to strictly focus 
on releasing its own games here in the US, 
or are they going to release works of other 
Japanese publishers? 


Our main focus is to release NIS titles, 
but if we find other titles that suit us 
and will also appeal to the US users, we 
will help to bring it over. 


(DeadToRights) Now that Nippon Ichi Soft- 
ware has opened a new American subsidiary, 
what can we look forward to in the future 
from NIS? 


You can expect to see NIS titles as well 
as titles from other companies. We 
would like to expand our NISA world. 


(Griffin) Are there any future Strategy RPGs 
similar to Phantom Brave/Disgaea that are in 
the works for the PS2? 


It's still a secret. 


(Griffin) Will we ever see the Disgaea, La 
Pucelle, or Phantom Brave characters outside 
of their own games, such as in anime or 
manga? (The phantoms are right; a Phantom 
Brave anime would be cool…) 


The manga is on sale in Japan and we 
are considering anime. If the fans 
demand anime we will create it. 


(Master of Monster) What's next for NIS 
America? 


It's still a secret. 


= 


(Disgaea Fan) Since manga is growing in 
popularity here, are there any plans to 
release the manga based on Disgaea or 
Phantom Brave (in North America)? 


We're thinking about it. Since we have 
the Japanese content, it is possible. 


(Master of Monster) Are there any sequels to 
Disgaea or Phantom Brave in the works? Do 
you intend to revisit any of these old worlds 
or characters? 


It's a secret for now. 


(Master of Monster) Are there any plans 
to re-release your older games in North 
America through NIS America? 


Unfortunately, no. 


(Esper) Will you ever re-release (or remake) 
Rhapsody? 


There are no plans for a re-release. 


(Golden Philemon) Is Nippon Ichi interested 
ín publishing any other Marl games here, like 
Little Princess or Angel's Present? 


There are no plans to do so at this time. 


(Master of Monster) Does NIS have any 
interest in developing for the Nintendo DS 
or GBA? Will you develop games for any 
systems besides the PS2? 


Since we have a license agreement 
with Nintendo, there is a possibil- 

ity. We will decide after we study the 
market. At the current moment we 
have announced that we will develop 
for the PSP. 


(RedCoKid) Are there any plans to rehire the 
Marl Kingdom series and La Pucelle artist to 
create artwork in future games? 


There are no plans to do so at this time. 
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(Geo15) Does NIS America have any plans 
for future titles after Phantom Brave as of 
now, or is the company taking its time with 
its first game? 


We do have plans. 


(Charade Maru) Is there any chance that 
the cellphone game, Mugen Disgaea, will be 
brought over to the U.S.? 


We are considering it, but the cell 
phones sold in North America cannot 
handle Mugen Disgaea yet. Also cell 
phone game demand in North America 
differs from Japan. We will have to see 
where the industry is heading before 
we decide. 


(cosmo babylon) Are there any plans for NIS 
to branch out, and put their old characters 
into new genres? I'd like to see a Marjoly 
Family shooting game. 


No plans at this moment. As our com- 
pany gets larger, there will always be a 
possibility. Your support will help us to 
create titles that you hope to see. 


(Griffin) Have you considered doing animated 
cutscenes? 


Yes, we plan to include it depending on 
the game. 


Oxtrizz) Will you still hold business ties with 
publisher Atlus even after opening a branch 
here in the States? 


YES, we would like to continue to hold 
a close tie with Atlus. 


About Possible Merchandising 


(Sunny Panchigar) Will you be releasing a 
Phantom Brave artbook in the United States? 


No plans at this moment. 


(Kenneth Sutanto) Are you planning to sell 
Nippon Ichi goods in North America, such 
as Digital Arts, Coloring Books, etc; Perhaps 
opening Rosenqueen Company branch in 
North America? 


We will consider opening Rosenqueen if 
we feel that the demand is there. 


(Daria) I love collecting RPG related toys 
and plushies and the Disgaea trading figures 
were absolutely adorable. Do you have any 
tie-in toys planned for Phantom Brave? 


We will try to open an online store at 
NISA's web page as soon as possible to 
sell some game related goodies. 


(Kenneth Sutanto) Are you planning to have 
a “Music from La Pucelle, Disgaea and Phan- 
tom Brave” concert, by Tanpei Sato, either in 
Japan nor North America? 


Last year in Japan we had a charity 
concert with Tanpei Sato. We have no 
plans on having a solo concert in both 
Japan and in the US. 


(Disgaea Fan) Would you ever consider 
releasing a soundtrack and/or an artbook as 
an extra in future Nippon Ichi releases? 


Yes, if the demand is there we will 
consider it. For Phantom Brave, a 
special soundtrack bundle version was 
available for pre-ordering at participat- 
ing retailers. 


In Conclusion 


(DJPubba) Thank you very much for taking 
the time to answer everyone's questions. It 
was very considerate of you to talk to the 
fans themselves. Any last comments? 


Please look forward to our future titles 
and we thank you for your continued 
support. 
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